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THE SINCLAIR ZX SPECTRUM+3 WITH 6 FREE GAMES AND A JOYSTICK. 








ADVANTAGE. 

























The new Sinclair ZX Spectrum +3is areal hero – because it helps 
you to be one. 


While you're a daring motorbike rider or the all-conquering 





intergalactic warrior, you're gaining priceless experience in 





handling 
Loading games is quickand easy with the built-in disk-drive. 
You'll be in the thick of the action in seconds. And the fantastic 


128K memory gives you the power to outsmart the most 


mputers. 


sophisticated enemy. 





Get to grips with the latest high-tec graphics on the vast 
universe of games available (six of which come free). And there's 
a free joystick to give you ultimate control 

But the real hero is the person who buys it. For the 


ZX Spectrum +3 is only £199, so they've really saved the earth 





The amazing ZX Spectrum +2 has a built-in datacorder — to save you 


orders and leads. The advanced 128K memory 





the bother of taper 


helps you get th st from the vast universe of games available. 





m 





Every model comes complete with six free games to start 
you off, and a free joystick to make you super agile. 
With the advanced Sinclairtechnology you can afford to let 


yourimagination go wild. Because at £139, only your enemies pay 





heavily. 
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Упзизй ple, Brentwood House, 169 Kings Road, Brentwood, Essex CMIA ЕЕ Tel: (0277) 262326 


















‘Only one can find out, only one has 
necessary powers. 


the: That one is 
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Incoming message on MASK 
computer – ^ 


VENOM you will m 

again." Signed Miles Mayhem. 
Matt is faced with. 
То agree to УЕМО! 
would give them total сон 








you as Matt Trakker rescue Scott 
pm safely to Earth? 
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The phenomenal growth in demand 
for Atari computers means a much 
bigger home for the BIG show... 


ATARI dr. cda Palace 
USER ат 
SHOW Г 


THREE action-packed 



















days for Atari owners! 
The spectacular Alexandra Palace And that means you can enjoy unique 
represents a new showcase for the hands-on experience of programs 
fastest-growing range of computers everyone will soon be talking about. 
on the market. You'll find some of the best prices 
From the exciting games console to around for blank discs, disc boxes and 
the ever-popular 8-bit Atari and the other accessories, learn about the many 
sensational Mega ST, they'll all be opportunities to expand your computer 
there at the Atari User Show! system, get helpful advice from some of 
Some of the very latest software Britain's leading experts, and so much 
will be on show for the first time. more! 
How to get there ‘relate 
he show — The West НАШ 1 
- —— — —— Park 
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Dear GAMES MACHINE 
| was sorry to read that your only MSX computer was stolen, as | hoped to see some 
reviews of the latest Konami games. At least it shows what good taste in computers 
your thief has. I was also good to read Craig Be's letter in your last mag, he runs 
the Scottish branch of MSX LINK, and I help run the English section. Our fees аге. 
the same, and И anyone would like a sample our mag, they should send a cheque 
ог plo for £1 to David Webb, 11 Ayscough Avenue, Spalding, Lines. 

Thanks for a great magazine, and here's hoping you obtain an MSX machine as. 
‘soon as possible. Keep up the good work. 


Mr K A Neal, Bourne, Lincs 


The ТОМ team can hardly contain itself, Mr Neal. We have just 
discovered the whereabouts of a brand new MSX machine 
which, hopefully, as you read this, will be sitting proudly between 
‘our Amiga and Atari ST, just waiting to be loaded with stunning 
‘software for the lads to review. 


Dear GAMES MACHINE 

1 am very pleased with the format of the new magazine, it's ideal, just what the 
‘industry needs. While I found CRASH an excellent magazine for the humble. 
‘Spectrum, this new format of magazine is perfect for | am very interested in 
‘purchasing an Мал ST in the near future, which brings me to the main point о! my 
letter, 

Are there (or wil (пеге be) any hardware or software back-up systems for the 
ST? Judging by the price of the software at the moment it would be a great tragedy 
to accidentally lose or format the bought disk, and then realise you have по back-up. 
copy. 

Another thing, will Zarch be converted to the ST? Two points: Let's have some 
machine code listings please, and more features on graphics and music. Apart form 
‘this, the magazine is excellent. 


Gareth Виде, Kirkintillock, Glasgow G66 3G. 
Yes, there are software back-up systems available for the Atari 
si 


THEREBY HANGS ANOTHER . . . 


Dear GAMES MACHINE 

Congratulations on the success of THE GAMES MACHINE. Evidently many other 
readers share my pleasure n the mix o features and reviews that's just about ight 
Nice to look forward to it every month now! 

The only lack spot for me inthe current issue is the review of Bard's Tale for 
the ST tucked away atthe bottom ot page 36. Why version update when you haven t 
reveweditbefore? Please give it another look and a fuli review tor the ST owners 
ike me wha have updated to the ST from earlier Atari 8-bit models and who are. 
not familiar with Bard's Tale. 

1 bought Bard's Tale three months ago after a brief look in my оса! computer 
shop. Now over 300 hours of play later | have stil not finished the game, but Гт 
still hooked. 

The game is great with superb graphics. The animated pictures of the various 
characters are true works of art- word's apart from the usual cartoon style picture: 
“and new ones are introduced frequenty as the game proceeds. This is quality 
game and it shows in every department. 

Ihave played several hundred computer games in ne last eight years and none 
has given me more lating pleasure or value for money than this one. 

‘Your reviewers comments мете fair but | couldn't believe his rating of 65%. 
Should it have been 85%? 


John Holsgrove, Uxbridge, Middlesex UB10 SHR: 





(under threat of having his. ‘Balrogs Monthly 

пе still wouldn't give an inch. In true reviewer style 
he stands by his comments and the percentage awarded, he 
feels that 65% is quite high (and so is he, which is why I'm not 
going to argue with him!). If you still feel the mark given to Bards 
Tale is unfair, John, you have my permission to get a thin black 
pen and change your copy to read 85%. 


А SOUP MUG? 
Dear GAMES MACHINE 

Congrats” tor a supe’ mag. Having seen an add in a sister mag of yours ZZAP! 
64) said ‘what the heck, 'm a hard working guy зо goand spend this £1 25 
J wasn't disappointed when picked you up. Whata good read! and full colour too! 

You have got the right mix of articles and I realy like your reviews, But one thing 
puzzles me, why are your overall % marks slightly higher than in your sister mags 
CRASH! and ZZAP! 64 - Airborne Ranger 82% but in ZZAP! 64 it got only 73%. 

Tmlooking t buying either an Amiga or ST. I haven't heard much about the ST's 
sound, does И have better sound than the C64? 

Reading in ZZAP! 64 it sad that the Amiga would be ideal tor true arcade 
‘conversions. ooking for really in-depth games, not just your ‘gain a high score, 
pretty graphics: game 

| agree with you по offering any prize for the best letter. More often than not 
youusualy get mindless statements trom sily wee boys, Well ha s me alienated 
aff your readership, Not like my letter. Wasn't that a truly superb read'? Just 
Jong" 

John Luke, Kilwinning, Ayrshire KA13 6SX 


The Atari doesn't really have better sound capabilities than the 
Commodore 64 – it's the amount of extra memory the ST has 


UNBIASED REVIEWERS 
Dear GAMES MACHINE 
 Abouta year ago when | got my paper round, | started buying CRASH and Sinclair 
User. had had my Spectrum since 1982 and had never had the money to buy апу 
uptodate games, | enjoyed Sinclair User, but it was CRASH that really showed те 
what | had been missing all those years. About а month ago | sold my Spectrum 
and | am getting an ST. 1 looked around for an Atari magazine but found that they 
were really poor quality, and did little or nothing to impress the games player. 
Fortunately | read in CRASH about THE GAMES MACHINE and eagerly awaited It's 
arrival. It was ай | had expected and more. Full colour reviews with in depth 
‘comments by a very unbiased board of reviewers. Superb, | for one will carry on. 
getting THE GAMES MACHINE until such time when Newsfield bring out an Amiga- 
‘ST only magazine. | have thought ofa few ways to make THE GAMES MACHINE even 
‘more popular. For a start, try and be a bit less formal. Also, would it be possible to 
include a hints, tips and pokes section as many games players are very interested 
inthem. Ihave also been buying Ace, another тим format magazine, but this lacks. 
‘the colour and depth that TGM offers. Your previews on Space Harrier and Buggy 
 Boyfor the ST, have really convinced me that the ST is the machine for me. Thank 
‘you TGM. Keep up the good work 

Jonathan Holloway, Portsmouth 


‘THE BODY BEAUTIFUL 

Dear GAMES MACHINE 

Referring to your article on sexism in the software industry, І would like to know 
why there is such objection to the depiction of the human female body. 

А quick glance through the advertisements for software in the same issue 
produces five pieces of fantasy artwork: Renegade, Rygar, Gryzor, Trantor and 
Athena. Admittedly Renegade and Athena both feature scantily clad women but all 
of them feature well built, muscle bound men (an Arnold Schwarzenegger lookalike 
minotaur in Athena). Now |, being male, don't object to this stereotype image of 
the human male, that ofa 6ft muscle rippling него In act, most males would envy 
The build of these portraits, so why should women object to beautiful, physically 
perfect females in computer software artwork. 

don't want to put across the idea that | would accept naked bodies all over 
advertisements but there is nothing degrading about a physically perfect human 
being. We are not born with clothes on the human body, both male and female, is 
а beautiful and remarkable piece of evolution. (| actually prefer the female body 
but that's another story). We should not knock ourselves. 

Finally anyone stil disgusted by the Barbarian poster, referring to the delicious 





Maria Whittaker’ lack of clothing should glance atthe man, Ah, shock horror, he's 
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‘only wearing one piece of clothing (not including boots) and has a bigger chest than. 
Maria (though not as soft 


Andrew К, Pontypridd, Mid Glamorgan 
Thank you Andrew for giving us another chance to print some 
nice pictures. 


GRAPHICS OR TEXT 

Dear GAMES MACHINE 

Туе just read Ron Handy's letter in your third issue regarding the 2nd National 
Computer Adventurers Convention (which was held in Sutton back in November) 
and his opinions on graphics in adventure games. 

The convention was organised between the Sutton Computer club and Clubspot, 
who (amongst other things) run the adventure helpline section on Micronet. AS one 
‘of the Micronet adventure heipliner | attended this event and like many of the 
people i met there, Ithoroughly enjoyed тувен. aiso donated my Atari ST for the 
day, so that adventurers could have a go on some af the latest adventure related 
software, including a then pre-release version of Magnetic Scrol'sJinxter. 

{shall remember the day because | got to meet and chat to Mike Austin (of Level. 
9), listen to Tim Gilberts opinions on adventure creators (and Fergus МеМей was. 
in the audience), meet those people who | had been chatting to on Micronet over 
‘the past year AND got to look at some ofthe latest adventure software on a range. 
‘of machines, ай donated by enthusiasts for the day. Does that sound like а badly 
organised event to you? 

However, | do agree with Ron Handy's comments on graphics in adventure 
games. Ihave been fighting a seemingly one man stand in support of the case for 
graphics in adventures for quite a while now on Micronet, and on СЕЕРАХ where | 
write the regular Adventure SOS column. On the whole, Magnetic Scrolls graphics 
are excellent and ke to see them from an artistic point of view. I don't care f they 
‘don't contribute anything to solving a game, И they re good then I'm all for them! 
People say they waste RAM and that they'd rather різу a text only Infocom дате 
Мей, Infocom use less than half of the disk space on an ST or Amiga for thei text, 
зо the ‘wasting RAM’ argument doesn't really hold water. 

| think that good graphics enhance the atmosphere of an adventure 
tremendously, which is why I've never really liked the Infocom games. For the 
‘money, 16-bit machines deserve much better. Good textis obviously essential, but 
"here can't really be that many die hard text only purists in the world can there? 
Richard С Hewison, Luton, Beds LU1 4DJ. 


The graphics vs text battle rages on and on it seems. If any one 
eise has strong views on this subject why not drop Rob Steel, our 
home grown adventurous person, а line. I'm sure he'd love to 
hear from you. 


THAT'S THE SPIRIT 


Dear GAMES MACHINE 
Tm writing to complain about one of your reviews in your Dec/Jan edition. It was 
^n page 50, and the game in question is Bubble Ghost. 

in your review you quoted "The urge to see al 1,000 halls does seem to fade 
after a ще. As | like a challenge | decided to buy the game. 

Aner an hour of playing; to my anger and disbelief I completed the game. There. 
are only 35 halls. 

lam 18,anda student, sol only earn £102 week. The game cost me £20 - two 
weeks wages. 

Was your reviewer drunk, or was he bom stupid. 

As| have limited money available, | used your magazine to guide me. I am very 
disappointed with the outcome, and therefore consider some compensation would 


be appropriate. 
Ashley Dennis, Leicester ЏЕЗ 6FS 


You'll be pleased to read, Ashley, that the reviewer in question 
has been ‘rebuked for his lack of attention to detail, ог 
rather he would have been if we could have found the stupid 
drunkard. It transpires that there was a communication break 
down between ourselves and Infogrammes and there is actually 
a thousand traps to overcome or avoid, and not a thousand halls. 
Both ТОМ and infogrammes apologise for this misinformation. I 
you still fee! strongly about the matter, please drop Infogrammes 
а line, they are more than willing to offer compensation. 


‘Dear GAMES MACHINE 
On the 8th page of THE GAMES MACHINE October/November issue was a picture 
cof two electric organs. Could you send me an address from where | could order 
them? 


Mr Aki Ketolainen, Kelotie 10, SF-26510 Uotila, Finland 
Yes Aki, you could probably order them from your home address! 
Meanwhile, 


they are available from most large retail outlets of the 
L John Menzies, WH Smith and Preedys ilk. 








Dear GAMES MACHINE, 
lam writing to enquire whether the Software House ‘Ocean’ willbe programming 
‘Rastan the Warrior King tor the MSX computer. 


Tristan Dunn, Combe Martin, Devon. 


‘Sorry Tristan, Ocean have no plans at present to convert Rastan 
to the MSX computer. 


Dear GAMES MACHINE, 
in your second issue there were many reviews on Spectrum, Amstrad and C64 
games, but only two on MSX versions. Iam a seventeen year old MSX user myself, 
1 liked the comparison between different versions of a game, but in most cases, 
MSX versions were left out. Such games as Freddy Hardest, Jack the Nipper I 
Arkanoid and Krakout were reviewed tor the other 8-bit computers, but you seem 
ou don't even know that these are also availabe for MSX Missing MSX means 
missing about 200,000 possible readers. 
Tve liked your reviews of the two Konami MSX games in your magazine - Мат 
[re ira Metal Gear, but please specit it they are avalabie for MSX or MSX 
computers. 


Saviour Borg, San Gwann, Maita 


The problems we have had with our MSX computer are soon to 
be resolved. Once our newly purchased MSX Ilis safely snuggled 
in among our other computers we will be able to review ће con- 
versions as and when we receive them. 





Dear GAMES MACHINE, 2 

Ihave tor the mean time, swapped from САУС to THE GAMES MACHINE, but if my 
‘complaint is not settled 1 shall have to revert back to my old ways. What is wrong 
with MSX? 1's colour. sound, price, keyboard and everything else are better than 
"he Spectrum, И not the Commodore 64 and Amstrad as well. So why are you so 
‘Computer racialist? Why does Mel Croucher keep on picking on MSX and Из users 
in his trivia quiz? Why does И get only as many reviews as the, dare | say it 
‘Archimedes? Why do you have no competitions in which you can win MSX soft- 
ware? in tact, why are your competitions so incredibly hard? Wil these and many 
‘ther questions be answered in the next issue of THE GAMES MACHINE? 


Roger Adiard, Herts 


The MSX game reviews will return in Issue Five. 

Ме! Croucher picks on everything and everyone without рго- 
just. We didn't realise our competitions were incredibly hard, 
sorry. Yes, these and many other questions will be answered in 
the next issue of TGM. 


Sir, 

Relerence to Dec/Jan issue of THE GAMES MACHINE magazine, the article by Mel. 
Croucher enttied Heaven's Above on page 107, which tells about receiving Satelite 
TV. After trying several main Post Offices with no success and writing tothe TV 
Licence Office Bristol who have never heard of the form and suggested | write to 
‘the DTI London. seem to have drawn a blank, | wonder if you could be so kind as 
tolet me know where I can obtain the licence in question. Thanking you very much, 


Mr B Dean, Marlow, Bucks 
UNCLE MEL REPLIES 


‘My local Head Post Office also denied all knowledge of this 
Licence Form, but | swear it exists, honest. The problem 
seems to be that the Authority has gone and 
changed itself since my piece went to press, and now 
comes under the Wireless Te Act, Radio Communi- 
Cations Division, Department of Trade and industry, Tel: 01 
2152207. But don’t bother to phone them, Mr Dean, Ihave 
already sent you а copy of the form in the post 'cos Рта real 
nice guy. It's £10.00 for life to receive the wonders of Satel- 
lite TV, and it's the bargain of the century. Buy now before 
the Chancellor wises up! 

Mel Croucher 
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EVESHAM MICROS are shortly 


long cable for convenient 
positioning. It's design is “small 
ав well as aesthetically 
pleasing’ 


to be seling a new Amiga 
compatible disk drive for only 
£99.95. The drive includes а 
Citizen drive mechanism and a 


NINTENDO 
NUMBER ONE 














A chart published by the | number one best selling ‘toy’ 
magazine Toy & Hobby World, | (ranked by units sold) for 
declared Тһе Nintendo | November 1987. Barbie came a 
Entertainment System to be the | close fourth. 
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THE GIANT 
AWAKES 


to press with this 
in our article 
27) about 


EVEN as we | 
оп Rare Ltd. 
Nintendo. 
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ТОМ stated in the last issue that 
the Ninth Amstrad Show 
(organised Бу _ Database 
Exhibitions) was to take place on 
the 19th of February, when in 
fact the doors opened on the 
second of that month. We would 
like to apologise for any 
confusion we may have caused 
and place the blame firmly on the 
shoulders of a typing error 


ATARI SHOW 


DATABASE Exhibitions are 
holding the Atari show in the 
West Най of Alexandra Palace 
between the 22nd and 24th of 
April (honest). Tickets on the 
door are £3.00 for Adults and 
£2.00 for non adults, £1.00 less 
if paid for in advance. 





MARS COPS MISS 
THEIR LAUNCH 


WINDOW 





MARS COPS, the space pursuit 
game from Arcana originally due 
late last year has hit a few 
implementation problems and is 
not likely to appear now until 
May. 





The game has proved to be 
more ambitious than even 
Arcana first thought and the Atari 
ST and Amiga are being pushed 
hard by the author. With Mars 
Cops being delayed, Arcana's 
major drive into the 16-bit 
market will now be piloted by 
Powerplay, the game of the 
Gods. 








the Welsh based 
company formed two years ago 
by Wyn Holloway and his wife 
Sandra, have recently moved to 
а new larger factory. The move 
follows the enormous success 
of the last twelve months in 
which the company more than 
doubled it's turnover to over half 
a million pounds a month. 

The opening ceremony was 


KONIX 

















performed on the 15th January 
by the Rt. Hon Peter Walker. 
secretary of state for Wales. Also. 
in attendance was the MP for 
Blaenau Gwent, the Rt Hon 
Michael Foot. One of the most 
immediate effects of the move 
will be extra space and the 
opportunity for Konix to double 
their workforce. 
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P EJ 
ROBOCOP 


OCEAN have nabbed the 
software license for те 
American blockbuster film, 
RoboCop. However, they're 
determined that it ‘shouldn't 
folow in the wake of such 
disasters as Knight Rider and 
Highlander, so RoboCop the 
game is not to be released until 
September ’88 to, A: ensure the 
gameplay has depth and ће 
general feel of the film, and B: to 
Coincide with the Video release. 
The film, set in the near future, 
concerns the violent murder of a 
street cop who is reborn (rebuilt) 
as the ultimate crime fighter — 
Robocop. № should be оп 
Nationwide release by the time 
ou read this, although 
lewsfield staff меге lucky 
enough to be invited to the 
premier — from which they 
retumed full of praise for it. 
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SINCLAIR 


QUALITY APPROVED REPAIR CENTRE 





WHILE YOU 
WAIT SERVICE 


А ЕД CALL FOR APPOINTMENT 


Ju ware Spectrum repairs 62250 
re parts over the counter 
fully overmauled and fully 


competitors are quoting! (Mar 
« Spectrum 128K pius 2 repairs €25 00 


ARE YOU ANOTHER CUSTOMEI еди 
waiting weeks for your ‘estimate? 


SPECTRUM + 
D.I.Y. Upgrade 
kit for only 
£24.95 + £1.75p+p 


or can be fitted for only £31.90 + 1.75 
postage & packing 
0 


D OFFER 
— 


* { REPLACEMENT } 
LPOWER SUPPLY! Spectrum 


replacement power 
transformer £10.95 
plus £125 pep 


KEYBOARD — 
- 5 MEMBRANES, 


Spectrum kevboars 


£550 pus £1 75p80 


ON-OFF SWITCHES 
FOR THE SPECTRUM 
AND SPECTRUM + 
ORDER № З 
1067 SPECTRUM 
1067A SPECTRUM + 
495 + 





URGENT NOTICE non t be misied by adverts showing between prices.’ A recen 
'ancomp. was upheld by the Advertising 
ted BBC repairs between £14 and 645, 


complaint against a Manchester repair firm. 

Standards Authority on two counts, “It had. 

then charged tne customer £85.- Their guarantee policy was misie 
make clear that all repairs were not covered 


LOAD YOUR CASSETTE 


adingasitaianot | SOFTWARE INTO YOUR | USEANY ~ 








New bigger catalogue now available containing B 2 м 


«5 USING THESE | JOYSTICK WI 
5. | YOURSPECTRUM + 


SINCLAIR JOYSTICK ADAPTOR FOR 


items including software for all computers, joysticks, 


spare parts, business software, books, plus many more. Just send3x 18p stamps for your free copy. Over 20 pages 
full of top quality products delivered to your door by return post. 





140 High Street West, Glossop, Derbyshire SK13 8H. 
Tel: 04574-66555/67761 
Head Office & Access & Visa orders, queries. 


и 


Manchester 061-236 0376 while you wait repair centre only 


© COPYRIGHT VIDEOVAULTLTD No. 881052 FAX Мо.04574 68946 





img THE NEW VIDEOVAULT COMPUTER 


Anybody who has a computer must get their hands on the new 
computer companion, over 2,500 up to date items from all 
the leading manufacturers. 

Whether you have a Spectrum, Commodore, Atari St, we can 
cater for you. We have disk drives, joysticks, interfaces. 

in fact everything you could require for your computer. 
from games to business software. 

No need to shop around we offer a 1st class delivery 

service straight to your door on all major items. 

HOW TO ORDER YOUR FREE CATALOGUE 

Just send us 3 x 18p stamps to cover the cost of p&p and 
we will rush you our new edition straight off the press. 
VIDEOVAULT- the market leaders in computer repairs 

& software. A company 

you can rely on. 


* Blank media 
X Allleadingmacnines SÑ ж Budget software 
ж Immediate delivery Peripherals 
k Telephone orders БУ ACCESSorVISA 4 Up-to-date information 


* Orders taken by telephone x Regular mailings mE 
в m = = = = K COMMODORE? 
R 


PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE Ш 
BAS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. ll 

МЕ gi ENCLOSE 3x18p STAMPS TO COVER POSTAGE COSTS 
B MR/MRS/MISS 








[ADDRESS 











Somers а — 
Head Office & Access Ива queries. CUT OUT THIS COUPON AND POST IT TO: — — 


ЗУУ g VIDEOVAULT LTD. CATALOGUE DEPT, 140 HIGH STREET WEST. 
© COPYRIGHT VIDEOVAULT No. 881082 ERBYSH 8HJ ENG! 
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ET during the late 
1930's, Crash Garrett 
throws the player into a 
melting pot of 
espionage and intrigue. 

Europe is declining steadily 

into chaos and Nazi spy 

networks are gradually 
seeping through into 

America. 

The action takes place 
over two days in May 1938, 
and starts with Crash Garrett 
flying Cynthia SI 
gossip columnist from 
Hollywood, to the town of 
Lone Pine. The flight seems 











fine, but something nasty is 
about to happen 

The player is Crash’s 
internal friend’ — a strange, 


GAR 
HOLLYWOOD, 








but helpful voice inside 
Crash's head which offers 
advice and guides him 
through the game. The. 
action is continuous and is 
displayed as static scenes 
with speech bubbles. As 
Crash progresses, the 
Scenery changes and other 
characters appear and 
disappear from view when 
necessary 

Both the graphics and 
sound are very impressive, 
with a sleazy sampled 
saxophone tune on the title 
screen, and superb comic 
strip scenes. 

Crash Garrett is available 
soon on the Amiga and Atari 
ST both priced £24.95 








CLUSIVE AVEC 


Allo! Le Francais version 


AYE AYE CAP'N 


FROM the 30's, ERE 
Infomatique take us to the 
far-flung future with Captain 
Blood, an arcade 
exploration adventure. 

The plot follows a fellow 
called Bob Blood, who 
believes the universe is 
about to be attacked by 
yellow Pac-Men and Space 
Invaders. His delusions are 
Such that he programs a 
giant computer simulation — 
based around a space ship 
called the Ark — to help him 
defeat the potential 
invasion. However, when the 
program is finished and 
ready to run, Bob gets 
sucked into the computer 
and actually becomes part 
of the simulation. 

Pick a planet, any planet! Plenty. 
‘of exploring potential in the. 
Atari ST version 


of Crash Garrett 
ARBEIT VOR 
SPACERRAFT 
PATRICK 
DUBLANCHET 


HURLAN] 











The action is split into two 
sections: navigation and 
communication. First, a 
planet is selected for 
investigation and the ship 
hyperspaces to the required 
location. When it arrives, a 
Small drone is sent down to 
the surface of the planet on 
a suicide mission to find 
alien life-forms. If contact is 
made, the player tries to 
extrapolate information 
about where parts of the 
potential invasion fleet n 





be found. 
Captain Blood, like Cra 


Garrett, incorporates 
amazing visual and aural 
effects. The title music is 
sampled from Jean Michel 
Jarre's Zoolook album, and 
the graphics are very pretty 

















indeed. Captain Blood is 


scheduled to appear on the 


Amiga, Atari ST and PC — 


more news as and when we 


hear И. 





PREVIEWS 



























Captain Blooduses vector 
graphics to display the action, but 
they canbe filled in when the 
‘spaceship is static - Atari ST 








DEXTER STRIKES 
AGAIN 


FOLLOWING on from the 
acclaimed Get Dexter is the 
imaginatively-named Get 
Dexter II. 

Theaction features Dexter 





and his monopod side-kick | on the Amstrad, with Amiga 
Scooter, who first appeared | and Atari ST version 

two years ago in a colourful | planned shortly after. We'll 
and highly entertaining 3D | bring у Il Dexter 
arcade adventure. The story n 

KARNOV CONVERSION 

SOON to be released on the | deadly ostriches and the 


Electric Dreams label is a 
conversion of Data East's 
coin-op, Karnov. 

The player takes the role 
of the eponymous Karnov, a 
porky fire-breathing 
Russian, and guides him 
across nine horizontally 
scrolling levels in true 
Ghosts 'n' Goblins style. 

Along the way ther 
wealth of hazards to avoid. 
including sword-wielding 














maniacs, ferocious dragons 


ing f 
East coin-op ~ Spectrum 


леки 
9 
129 


INTER-CORPORATE 
CORPORATION js the 


name of a new action | 
strategy game from | 
Activision. The action is set 

in 3025 AD when the world is 
ruled by two Corporations, 
one of which you pledge 

your allegiance to. Playing 
the Commander of a deep 








luskie is the hero in Karnov, Electric Dream's conversion of 


a 
СЕАТ: Ей 


sequel is set in a new world, 
which is inhabited 

rather strang 
Playing Di 
is to solve 

















me is first to appear 





most deadly of all 
bloodthirsty kille 







the revolting aggressors 
Karn chedul 
March release - cc 

£9.99 for 





ting 


tive is to collect 
mount 





of precious 
tal from an 
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INSPIRED by the 1930 Gee 
Bee racing planes, Steve 
Cartwright, who aiso wrote 
both Hacker programs and 
Aliens (the US version), has 
created a 3D air racing 
game. Gee Bee Air Rally 


MASK RETURNS 


GREMLIN GRAPHICS 
third Mask game is soon to 
be available on the. 
Spectrum, Commodore 64/ 
128, Amstrad and MSX. 
Dubbed Venom Strikes 
Back, it features Matt 
Tracker as he attempts to 
rescue his son Scott from 
the evil clutches of Miles 
Mayhem, the leader of 
Venom. Matt first breaks into 
Venom HQ, destroying as 
much of it as possible along 
the way, and then steals a 
rocket with which to battle 
Mayhem himself. More 
details when we have 
them 


OUTLAW are set to release 
their second product — Troll. 
Written by Denton Designs, 
it's promised to be 'a slice ot 
pure arcade mayhem’. 

Trapped in the 
netherworld of Narc, a weird 
wonderland of mirror 
images, you're set against 
hordes of goblins whose 
sole ambition is to send you 
crashing through one of their 
holes straight into another 
dimension — how nice. 

Goblins above drop 
death-holes on top of you, 
but there's no real worry as 
you can jump onto the 
Ceiling and continue the 
battle upside down. Out in 
Spring, Trollis set for release 
оп Commodore 64/128, 








Spectrum and Amstrad. 





= Spectrum screen 


features 16 first-person 3D 
courses which are raced 
around 

Set for a March release, 
Gee Bee Air Rally will be 
available on the 
Commodore 64/128 
Spectrum, Amstrad and 
Amiga. 





PRESENTING THE 
EQOA COLLECTION 


ELECTRONIC ARTS have 
just announced a wealth of 
imminent releases. 

First there's Return to 
Atlantis, an action-packed 
arcade adventure written by 
Mike Wallace. The objective 
is to find Atlantis, a task 
which requires the player to 
negotiate 14 different 
missions. With stereo sound 
and great graphics, Return 
To Atlantis looks like it could 
be quite a hit when it's 
released for the Amiga later 
this month. 

Another imminent Amiga 
release is Seven Cities of 
Gold, an exploration 
adventure game. The story 
tells of the Spanish 
‘exploration of the New 
World, based upon the tale 
of seven Bishops who each 
established a beautiful 
kingdom there, 

Taking the role of an Old 
World adventurer, the player 
sets sail on the trail of their 
hidden gold mines. Using 
navigational skills the ship is 
guided around North and 
South America where all 
manner of hazards and 
adventures await. 

Following the recent 
release of Test Drive, 
Electronic Arts are set to 
release another two 
Accolade products. Power 
At Sea re-creates the World 
War Il Naval battle of Leyte 
Gulf. The player assumes 
the role of Captain of the US 





Designed by Denton Designs, Trollis soon to be released on the Outlaw label 








Plenty of entertainment is provided by the locals when you Return to Atlantis 
-Atari ST 





On the hunt for lost treasure in EOA's Seven Cities of Gold - Amiga 


Fleet with the task of 
entering and securing the 
Gulf, which is currently 
under enemy control. 

Heavily strategy-based, 
Power At Sea also 
incorporates four arcade 
warfare sequences — ship to 
ship, ship to air, air to ship, 
and ship to land. While not 
attacking the enemy, the 
action shifts to the bridge 
where the player oversee: 
navigation, 
communications, fleet 
status and weapons 
operations. 

Power at Sea is available 
at the end of the month on 
the Commodore 64/128 at 
£14.95 on disk and £9.95 оп 
cassette. 

Also from Accolade is 
Card Sharks, which gives 





On the bridge in Power At Sea - Commodore 64/128 








Fancy around ot Poker? 
TG Short tom Electrol 
нА | 


the player the opportunity to 
participate in games of 
poker, black jack and ћ 
against three computer 
‘opponents. Out on the 
Commodore 64/128 soon, 
Costing £9.95 for cassette 
and £14.95 for disk 


rts 
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‘The role playing computer game that 
‘Master on the Atari ST 


MIRRORSOFT have several 
new releases in the pipeline. 
Potentially the most exciting 
is Cinemaware's Amiga 
version of The Three 
Stooges, which stars the 
irrepressible Curly, Moe and 
Larry. The graphics, as you 
would expect from 
Cinemaware, are truly 
magnificent. Stunning 
digitised pictures and some 
gorgeous animation makes 
watching a game in progress 
as entertaining as playing it. 
There's a fair amount of 
speech too, which has been 
sampled from the original 
films and adds greatly to the 
whole experience. 

The actual gameplay 
revolves around the trio's 
fevered attempts to make 
money, and includes such 
crazy schemes as boxing 
and custard pie fights! The 
full story of their escapades 
should appear in the next 
issue of THE GAMES 
MACHINE. 

Mirrorsoft have recently 
teamed up with Spectrum 
Holobyte, an American 
software house who are 
about to launch one of the 
most spectacular flight 
simulators yet seen. Initially 











The best fight 


imulator ever? 


available on the PC and 
Mac, it's called Falcon and 
is a Simulation of an F-16 
fighter plane. The attention 
to detail is most noteworthy: 
the head-up display is. 
practically identical to that of 
the real thing! There's really 
too much to explain at this 
stage - just expect 
something really special. 
Later additions should 
include versions for Amiga, 
ST and possibly some B-bit 
formats. 

FTL are a German 
company who also fall under 
the distributive banner of 
Mirrorsoft. They've 
produced possibly the best 
graphical role-playing game 
to date, and following rave 
reviews in the German 
computer press, Dungeon 
Master is soon to be 
released on the Atari ST in 
this country. Conversions to 
other formats are planned 
later this year. 





Sega's now Global Defence, similar in many ways to the SDI coin-op 


У Ee 


гтоп I, the sequel to Zillion (reviewed this issue) в available on the Sega very 
soon 












Evesham Micros 


Ай prices VAT/delivery inclusive 


" New Year Special 

1040STF only £399.00 
520 STEM good availability, good price. £269.00 
520 STEM wih 1meg memory upgrade. £338.00 
1040 STF with SM125 mono monitor £499.00 
Mega ST2 with mono monitor £869.00 
Мода ST4 with mono monitor £1169.00 
Atari 51 MBO4 laser printer, groat value at 51199.00 
Мал SM125 mono monitor £134.00 
мап SC1224 colour monitor, few ai £299.00 
Atari SH205 hard disk, new stylo £539.00 
Cumana CSA354 1móg drive. $129.95 
Cumana CDA354 2meg (dual) drive £229.00 
Philips СМВВЗЗ colour monitor cw ST lead $279.00 
Philips CM8852 as above, higher resolution £299.00 

(Extra £1000 dscoun on Рума monton 1 bought wii an ST) 


All ST prices include: mouse etc. PLUS 5 disks of s'wa 
including graphics, wordpro, utility, game and demos. 


We can quote you tor апу combination of hardware 


3.5" disks 


10..£11.95 in plastic case £13.95 
25.:2795 in 40 cap case £34.95 
Fully guaranteed double sided media 


Your ST speciali 
ProCopy 


Version 1.5 


520 STFM 1 MEG 
MEMORY UPGRADE 
Requires soldering, full 
instructions. supplied 


£59.00 








ProCopy S 
For all Atari ST models 


kur б 
сору program. 
Regular update 

avalibie to handie 


latest protection 
'schemnes- 


Prices include. 
CABLE, VAT & DELIVERY 


ЕЕ 
—— 
Dies pore vos 
пра 
Di supporter 
СИ 


а Вот 
| == memory! 


We use and recommend Star 
printers. They offer a combination 
of features, print quality, reliability 
and value that is unbeatable. 
Don't make the wrong decision, 
Be И ight with a Star printer at 
vesham Micros special pric 


The Star LC-10 is the new printer from Star. It replaces 
the highly popular NL-10, offering significant advantages: 
over that model. Our offer must be the best available. We 
include VAT, delivery & printer cable PLUS 2 spare 
ribbons (value £13.90) all for £199.00 
Star NX-15 wide carriage version of NL-10 £319.00 
Star ND-10 180/45cps £299.00 
Star ND-15 wide carriage version of ND-10 £419.00 
Star NR-10 240/60cps. £379.00 
Star NB24-10 brilliant 24 pin, 216/72cps £479.00 
Star SF-10D cut sheet feed, 10" models с 59.00 
Panasonic KXP-1081 very popular £179.00 
Amstrad LQ3500 new 24 pin at low price. £349.00. 


63 Bridge Street 
Evesham 


АН prices — 
Next day delivery £5.00 ext 
‘Send cheque, P.O. or ACCESS/VISA дам 

Prone win ACCESS VISA number 
Gov" or PLC — 


EISE SEES WR11 4SF 


Tuer. Запада Бак 0386 765354 0386 765500 
Also в: 1756 Pershore Ка. Coneridge. Birmingham, B30 ЗВН Tel. 021 458 4564 














Crue! Vision - just one of the screens from Frightmare, the new release from. 
Cascade - Commodore 64/128 


| FRIGHT NIGHT 


CASCADE have sor 





midnight ánd the objective i 
imply to survive until 8:00 


the next morning. 
Frightmare has alsc 
earmarked f 
ectrum, Amstrad anc 


























зо MUCH 


‘nothing that can compare wih the incredible value for money offered by Aars 
K RAM computer, 


КАГА 
ore compact, pow nt. Atan ST 

re now питу established in the UK. there sre nearly 500 software tities already 

"And that's not 

When you buy your Г Shop. you ми 

ING =. Only From Blot more, including a FREE Silica ST ONLY FROM 
— «опу тот оиса, ICA section on the ien. to see why you, > price 52057. 
FM trom Silica Snop. the UK's Мат Atari Specialist Рог further details of the range of Alari 

SY computers ang the FREE Виса ST Starter КИ, complete and return the reply coupon below 


ATARI 520ST-FM NOW ONLY £260 (:VAT-£299) 


S208 7-FM with 512R RAM а mono monitor СИ (nc VAT). Upgrade гот Si2K RAM по 1024K RAM (100 (nc VA 


ATARI 1040ST-F - NEW PRICE 


— —— 


MEGA ST» NOW IN STOCK 
MANI 
със 
DEDA STY are myat ma w — 


IF 





PRICE MATCH - Only From Silica 





Те: заса Shop Lid, Dept GAMCH , 4 The Mews, Hatherley Road, Sidcup, Kant, DAM 40K 
PLEASE SEND ME FREE LITERATURE ON THE ATARI ST 


Mr Mns Initiate: Surname: 


Postcode: 








сошщуциет 


AMIGA STARTER PACK 
SAVE OVER #50!!! 


A top quality modem plus your 
introduction to Compunet! 


You get: 








© Pace Linnet intelligent Hayes-compatible modem 
(300/300, 1200/75, 75/1200 baud), including 
autodial, auto answer, auto baud-rate sensing, 

Normally £163.30! 


Normally £17. 


32 phone number stor 





е Modem connection cable. 


е Compunet terminal software — multi-tasking, 


multi-windowed. Normally £24.95! 


PLUS! 
A month's guest membership of Compunet. 


ALL YOURS FOR JUST £135 plus VAT! 





COMPUNET — THE LIVE ONE! 


Thousands of other micro owners, tens of thousands 
of pages of information, news, features, chat, reviews, 


interest areas, telesoftware — just a local сай" away 





with Compunet! Meet people, make contacts with 


Compunet's celebrated Party-line and electronic mail 
play Federation 11, the huge new multi-user space 

adventure game . . . publish your own messages and 

run your own on-line magazine or BB 


a whole new world! 


programs 
Send back the coupon to explore 





















“Available via over 70 phone nos. th iut the UK anc 
To: Compunet (Dept YA), Unit 26, Sheraton Business Centre 
Wadsworth Road. Perivale, Middx, UB6 718 
Phone orders & enquiries 01-997 2591 
Please forward me my Compunet 16-Bit starter pack at £1552: 
1 already have a m. Please send me the 
ie send me further in 
Jebit my Ассе am over 8 
1 enclose cheque for £ 
Card No. 
Signature 
Address 
Micro Modem 





ILABLE FOR 
ter Pack £39.9 


CBM 64/128 
cluding modem 














Howard Kendall says... 
This must be the ultimate 
of all strategy games...Excellent 











NEVER - EVER . HAS» 











* NOW AVAILABLE ON SPECTRUM x 














ORDER NOW... ORDER NOW... ORDER NOW 
£10.95 Including V.A.T. Plus 50p post 8 packing 











ACCESS RING 
0702 710990 (9am 





PLEASE SEND CHEQUES/P.O. TO: 
JOHNSON 





Пе 


LIMITED соза 22044 
COMMODORE 64, SPECTRUM. 









OPINION 


INDUSTRIAL 
CHILD 
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somebody worthwhile, you're not 
getting paid for it, they say “come on 
Fergus, buy us a drink, cos you're Г" 
ing пећ You keep up the 
appearance. You kid yourself that 
‘you'll get paid one day. 

MEL - Who's buying lunch? 
FERGUS - Me. 

MEL So l'm doing exactly the same 


to you. 

FERGUS - No, I'm doing alright now, 
you're a friend anyway, so that's not 
fair. Besides you need the publicity 
you poor old sad, Mel Croucher folks, 
the man who started it all! Give him a 
Jobi! OK, basically, it was an awful lot 
of pressure. | wasn't ready for it. 1 
couldn't handle it. They had to force 
me to program. | didn’t look well. 

MEL - You look well now, the love of 
а good woman does wonders. 
FERGUS - I'm lucky to have her. 1 
tried to keep up an act for the public, 
but | like the publicity. | loved the 
autograph hunters. | thought | was a 
rebel, but inside | just wanted 
someone to please give me a rest. 
Um 

MEL- How dare you eat, keep talking! 
FERGUS - Sorry, Sir, | took a bit of 
badly needed time off. l'd dropped out 
of college by then. When I'd got 
myself back together I started to get 
our figure advances, nearly five 
figures to be honest. | looked 
myself, | decided to run things like. 
business. Stop relying on other 
people's gear. Open а bank account 
MEL - Give THE GAMES MACHINE 
readers some words of wisdom. 
kid out there with a 








shows interest. It's really exciting, but 
it blinds you to reality. Never sigr 
anything on the spur of the moment, 
sleep on it. Shop around, 
polite, but keep firm. Nine times out 
ten some guy will put his arm round 
your shoulder after blinding you with 
itz, and say something like во that's. 
K then, we agree.’ And you sign, and 
you're dead, and your productis dead 
{о you. When kids phone me up I say 
"shop around’, for God's sake don’t 
say yes to someone who offers you 
pie in the sky. A kid must respect the 
software house, but they must also 
олет someting good а 
tum in 'someti 
the future. Respect doesn't 
anything. Finally, only sign away the 
rights for a particular 
particular country for a given advance. 


i 


3 
ag 
55 


MEL – The law suit. 
FERGUS - You should know, 
Godfather. 


Deep in the bowels of Corby lives a 
fellow called 


who writes adventures under the 
guise of Sigma Software Designs. He 
has gone into print suggesting that 
прой and pitfalls could be chal- 
lenged by the formation of a Com- 
puter Programmers: Union. | askea 
him to elaborate his ideas. 

MEL - Programmers like Fergus 
McNeil have leamed by their mis- 





We go around 
saying that the 
software industry 
has come of age, 
and Рт saying 
that it’s time we 
had an 
organisation to 
protect our 
interests. 
NEIL SCRIMGEOUR 





MEL – But supposing you got several 
"big names: to float this idea, and they 
‘managed to get organised. Then they 
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all, nothing. I asked them to return my 
program, they just didn't bother to 
соте back. 

MEL ~ It may surprise you, | got 
treated like that by those ladies of St 


н 
Hu 





JOE - You must be joking! | didn't 
now what a contract was, then they 














JOE - I didn't even know what day it 
was, let alone what my options were. 
They bullshitted me along, making те 
work nights, weekends, letting me out 
of my cage now and again to go to a 
party or do an interview. And you 
know the sickest bit of all? 
MEL - Well, 

JOE - had to get my Mum to sign the 
bit of paper which signed ай my stuff. 
away. | didn’t even have a bleeding 
bank account. If... she ever knew 


shed 
MEL – Look, I'm going to stop the 


tape. 
JOE- Whatfor? l've got no рпаејећ. 
MEL- Yeah, but maybe I'm exploiting 
you just like everyone eise. That's 
What it feels liko. 
JOE - You haven't got a fing clue. 
Whatit feels like, none of you. Why are 
gu menvewing me anyway? 
.-l'mnotsure now. The idea was 
o warn, no, I mean the idea was to try 


‘and 

JOE - I'l write you a warning mate, 
"be a programmer and let the fers. 
‘crucify you’, How's that! Oh yeah, and 
never ever write a hit game 


Now and again ! meet a young prog- 
rammer, sweet-smelling and Inno- 
cent, and offer my withered muscles. 
for a leg-up into the wild frontier of 
‘computing, Enter 


JAS AUSTIN 


} 


for Dave Wainwright. 1 
finished War between a Friday 
moming and the following Monday, 
"cos | was pressurised and it ‘had to 
be done’. Do you want this sandwich? 
twas here when | arrived. Wainwright 
ри me on а weekly wage, so when | 
was working on Tarzan it took a year 
to program! | suppose you could say 


Nemesis, 

MEL - Total? That's a worse weekly 
rate than a Youth Training Scheme. 
JAS ~ Total. For two versions. We 
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knew me when | was three feet high. 
You were the first person ever to rip. 
те off. 

MEL — | had a feeling you were going 
to say that. 


To get anywhere 
in software you've 
got to get ripped 
off. 
DAVE 
WAINWRIGHT 


l'm ripping prog- 
rammers off ай 
over the country! 
DAVE 
WAINWRIGHT 





DAVE - I was still at school, 15 or 16 
You pad me eighty quid for 
translating PiMania. 
MEL - But it started you off on your 
astoundingly successful business 
career. 
DAVE Oh sure, | went straight on the 
dole. Before | met you | was doing OK 
seling mail order, but the 
picked me up in a Co-op computer. 
‘club that he was running, and nailed 
me to a desk. After, | went on the dole 
1 wrote Gisburne's Castle and took it 
to Ocean. They lied to me about 
-when | got there they said. 


ing. I've been 
for the past few 
 andthey couldn't care less, 
MEL — OK, how do you get out of this 
situation? 

DAVE — I'm going into publishing on 
my own, "Wicked Software, 
‘something like that. Others produce 
crappy lite and tens of 
thousands of kids buy them. 

MEL - And you are not going to do 
that? You've leamed from your 
‘experience? 

DAVE - You've got me wrong, Mel. 
‘That's exactly what I'm going to do. 


$ 
E 


Do we need a Union of Computer 
Programmers? Who's going to make 
available Standard Contracts which 
Clearly and simply set out terms of 
agreement between programmers 
and software houses? Where can 
young people find help and advice И 
they get into trouble over the 
‘exploitation of their programs? THE 
GAMES MACHINE opens its pages 
^or your letters and comments. 


NEXT ISSUE Ме! investigates the Public 
Relations merchants, hype and the. 
Charts. Rogues beware! 
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THE COMMODORE | 
FLAGSHIP SAILS | 
WITHIN YOUR 
GRASP AT LAST! 



























PICTURE А 


СТОЯ 





Here it is at last! The chance to 
get your gameplaying mitts on 
ап Amiga A500 and 1081 colour 
monitor - worth well over 
£1,000. Over the next three 
зо THE GAMES MACHINE 
we'll be giving away one of these 
very desirable Commodore 
machines. This means that if you 
miss out this time, you still have 
two more chances at winning 
this incredible prize! 














The Amiga has already proven 
itself as an excellent machine 
for home computer use, and 
boasts an exciting range of sup- 
porting software which prom- 
ises to get bigger and better. 





COMPETITION 
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To win this amazing compe = = = m m m m m m m eere rrr re er — 

puter, simply identify the Amiga и THE ANAGRAM OF PICTURE A IS NUMBER . 

games in the screen shots, mark ! AND IS PUBLISHED BY 

the anagram of the title of the : 

Bares Shown and finally indi- y THE ANAGRAM OF PICTURE B IS NUMBER . 

Gate tne corresponding sot- a AND IS PUBLISHED BY - 

ware house. All the games fea- 1 THE ANAGRAM OF PICTURE C IS NUMBER .. 
are m s 

о TOM, so | AND IS PUBLISHED ВУ . 

With a bit of hunting around the THE ANAGRAM OF PICTURE D IS NUMBER .. 

answers shouldnt be toog AND IS PUBLISHED BY . 

difficult to find. Send уоиг а 

entries to: AMIGA COMP. THE 

GAMES MACHINE. PO BOX 10, 1 МАМЕ .. 

ОБОИ, SHROPSHIRE, 575 1 ADDRESS - 

108, to arrive no later thang 

March 18th. If in any doubt a 

check out the masthead (ог. 

competition details. 
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— DESIGNS ON THE FUTURE 
Ultimate Play The Game 15 probably the most 
famous label in the annals of British computer 
games. For over three years this mysterious 
company held absolute sway over the 
Spectrum charts, and then abruptly retreated 
and vanished, almost without trace. What 
happened to them? Was their elusiveness a 
media ploy? Timely questions, for the people 
behind Ultimate are about to rise spectacularly 
from their self-made ashes like phoenixes, and 
they chose to talk to THE GAMES MACHINE about 
their past and their resurrection. 


Articles and Interview by Roger Kean and Nik 
Wild, Photographs by Cameron Pound (with 
thanks to Tim's Hasselblad) 


GETTING A FOOT IN THE 
DOOR 


During 1984 and 1985 Ultimate Play The Game, the trading 
name of Ashby Computers and Graphics, was the most sought 
after interview. Computer magazine journalists and editors 
clamoured over the phone, and even hammered at the front 
door, for that all-important exclusive interview. But the harder 
everyone tried, the more adamant Ultimate became about its 
press silence. The nearest anyone got to а foot in the door was 
CRASH. The magazine found some favour with Ultimate's 
nearly invisible owners, they ran several competitions and even 
promised an interview — but always only after the next game 
was completed, and somehow the interview never seemed to 
happen. Now, for the first time we can reveal some of the past 
secrets and, more importantly, provide an insight to the future 
—and the future looks like the Nintendo. 








Sabrewulf sales 
went over the 
350,000 mark, 


besting 
Activision's 
Ghostbusters. 


FEATURE 






hen, in the summer of 1983, 
two new Spectrum дат 
Called Jetpac and Pss 
appeared quietly in the shops, 
ittook only a few weeks for the. 

name of Ultimate (Play The Game) to 

become a household software word. 

The packaging boast ‘arcade quality 

graphics’ was certainly nearest to 

being the truth for any game of the 
time, considering the Spectrum's 
display limitations; and the amount of 
gameplay and sheer fun to be had 
from either game was all the more 
astonishing for the fact that they were 
each packed into only 16K of memory, 

Between 1983 and 1986 Ultimate 

had an unbroken cham of 14 

Spectrum hit games, whose average 

overall rating (of Whose rated by 

CRASH) totalled 93%, making 

Ultimate the most successful 

software house of all time, During 

1985 they turned, with less success, 

to the Commodore64 market. 

releasing six games, the first two of 
which were massive hits. With 

Sabrewulf, probably Ultimate's best. 

Selling game, Spectrum sales alone, 

they claim, went over the 350,000 

mark — almost unheard of, and 

certainly besting the officially claimed 

250,000 _ alormats best-seller 

Activision's Ghostbusters. 








Very little was known about Ultimate. 
Unlike other software houses, the 
company never took stands at 
exhibitions (there was one early 
exception), never gave interviews and 
generally avoided any form of 
magazine coverage. It was frustrating 
to the numerous fans, and yet, 
magically, Ultimate avoided the 
oprobrium normally attached to 
stand-offish organisations in the 
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PLAY THE GAME 


Ashby Computers and Graphics Ltd — the famous ACG of keys 
and amulets — based in the Leicestershire town of Ashby-de-la- 
Zouch - was wholly owned by one family: two brothers, Chris 
and Tim Stamper, and Tim's wife Carole. With one or two other 
programmers — or software engineers as they prefer to style 
them this was the entire of Ultimate. At least all this was known 
tothe enquiring public, so was the fact that the two brothers had 
started in the business as designers of real-life arcade machine 
programs — an exotic enough occupation in those heady early 
days, and considering just how many British-made arcade coin- 
ops there have ever been, still a past to be reckoned with. Two 
years ago, the Stampers formed Rare Ltd, sold off a minority 
interest of Ultimate to US Gold, moved from Ashby to the nearby 
village of Twycross, stopped programming Spectrum games, 
went to ground, and to all intents and purposes, disappeared. 
The following interview, recorded on a windy and gloomy 
December 17, goes a long way towards explaining what 
happened and why. 





wycross is a tiny Midlands 
village perched on the borders 
of Leicestershire ала 
Warwickshire, Its main claim to 
fame is Из reasonably well 
known Zoo. Sitting on the western 
edge of the village is а large Queen 
Anne-period mansion, part of Manor 
Farm. This is the home of Rare Ltd, 
protected by rambling outbuildings, 
bams and numerous - and very noisy 
= cockerels and chickens. It is an 


elegant, though rather dilapidated. 
building, gradually being repaired by 
the Stampers. Its calm, very English 
country exterior belles the power of 
the technology within. 

The ground floor is a mixture of 
fumished, decorated and bare, 
untouched stone rooms. One of the 
first made habitable was the board 
room, where most of the interview 
took place, dominated by a row of 
clocks оп the wall showing the 

















Not all, but most of the staff 
at Rare posed outside 
Manor Farmhouse, Left to 


directorj, Chris Stamper 
(software director), Rachel 
(secretary), David (sound. 
department) Mark 
(software head), Paul 
(software), Steve 
(graphics), Kevin 
(graphics). Missing from 
the photograph is another 
Steve from the software 





NEW WITH 


different times in Japan and America 
— an indication of the Stampers’ new 
market areas. 

Tim Stamper, who looks after the 
graphics and was responsible for all 
the wonderful Ultimate packaging 
illustrations and on-screen images, 5 
28, fair-haired and more the business 
spokesman for the firm, although both 
brothers appear to be in complete 
accord about their direction. Chris 
Stamper, smaller, a bit quieter and 
darker-haired, is 29. He concentrates 
more on coding. But, as you might 
imagine from their arcade machine 
background, what illuminates their 
operation, is the intimate working 
knowledge of the hardware they use. 
Very little within the Rare building is as 
it came from the manufacturer, even 
the modest Amstrad PCs have been 
given vitamins 


TURNING POINT 


Atthis, the first interview the Stampers 
have ever given, there were many 
questions burning to be asked; but | 
started with the most obvious: why 
did Ultimate disappear about a year 
and а half ago? Perched on the edge 
of the massivedesk, Tim thought fora 
moment and then offered а 
correction. 

1 think for us, as the main 
development team, possibly two 
years ago was the time. It wasn't really 
Conducive to company expansion to 
carry on producing on the Spectrum — 
unless we along the budget 
route 

The way his voice trailed off was 
sufficiently eloquent to need no 
further explanation. But surely this 
underlined the constant fear that 
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‘everyone had had that Ultimate could 
not keep up their run of successes for 
much longer. | wondered about some 
of the later, and more disappointing, 
games like Bubbler and Cyberun, and 
asked Tim when were they 
developed? 

It must have been 18 months ago. 
Chris agreed with him ~ at least that. 
Really not really our involvement, 
they were developed by Ultimate 
engineers, trained and зій 
functioning, but we concentrated two 
years ago on the Japanese markets 
and said, ‘Ultimate if you're 
developing on the Spectrum, carry on 
doing that’ — мете still the majority 
shareholders in Ultimate, so we still 
take an active interest in the 
company. 

The last one we developed as a 
team,’ added Chris, ‘was Gunfright. 
That was the last one that Tim and 
myself did. Everyone was copying our 
Knight Lore concept, so we thought 
we'd do one as well — and get a little 
bitof the action! 

The Spectrum games were mostly 
huge hits, but there seemed to be 
some reluctance to get in on the 
Commodore 64, Did they never feel 
like working for the 64? 

We were interested in producing 
original games, answered Tim 
promptly, "and people wanted us to 
produce original product, so work for 
the 64 was really a job for somebody 
еве. We could only have produced 
one type a year if we did all the 
conversions ourselves. 

But there was always a feeling that 
Ultimate never feit much like getting 
to grips with the 64, a supposition 
partly borne out by Chris: 'I never got 

know it that much. You tend to 
focus on one area, and | think | was а 
280 programmer to start off with, and 
зо | adopted the Spectrum. | had no 
trouble with 6502 or anything like that 

the Nintendo 6502 — but | was 
working on the Spectrum and there 
were other people doing the 64. 























COPING WITH AD 
MANAGERS 


The mention of other people working 
for them prompted me to ask how 
many employees Rare has. Tim told 
me 13. "That's not including freelance. 
teams. The company's fairly small 





Most of the people here are 
development. We don't have any 
advertis people — fortunately! 





Because we don't need to advertise. 
They advertised quite a bitin the old 
days, though, and ! couldn't resist 
asking if it had been a bother having 
to cope with the mags bugging them 
to book space. Chris laughed wryly 
It was a colossal problem, that was! 
But Tim was less adamant: ‘It 
wasn't so much of a problem when 
we decided which magazines we 
were going to advertise in. It wasn’t 
worth advertising in a magazine if you 
didn't get any return, otherwise you're 
just funding the magazine. Which is 
good for the magazine, but after all 
it's not what we're here for. | think 
Newsfield were always good for us, 
that's why we contacted you now." 
'We never got on with a few of the 
other magazines,’ said Chris. 
Ultimate hardly ever taked to 





Was there ever a 
о be hidden away 
and mysterious; was it seen as good 
PR? 

No it wasn't,’ said Tim firmly, 
that's the way it tumed out. We were 
so busy, having only three or four 
development staff in-house, and 
having to produce a few products a 
year, and making sure they were right. 
| think while we were full-time 
Ultimate, we only had two Christmas 

mings off, that's how hard it was. 
We worked, as we do here now, seven 
days a week, eight til one or two in t 
morning (whenever the last engineer 

aves!). But the rewards are there, 
and everyone's really prepared to 
knuckle down to get the rewards, like 


anyone, 


though 


$ policy 























you've seen out there, ting in 
the general direction of the parked 
Lamborghini — "that's one of the 





rewards available, and if you want that 
you have to work to get И. | don't feel 
it's any good having engineers who 
only work nine to five because you get 
a nine-to-five game, you need real 
inpu 








PLENTY OF FANS 





So no time or interviews. Most 
computer journalists at some time or 
other must remember the famous 'Mr 








Stamper is in a meeting, he will call 
you back (next century) telephone 
answer. But if they weren't present for 
the press, they were never there for 
the public either. Except for one very 
early computer show, had they ever 
been present at any exhibitions? 

Оп yeah, we have," said Тит, 
laughingly. ‘We attend most of them 
anonymously! It was nice to be able t 
keep а low profile because otherwise 
you couldn't wander round watching 
the reactions of people playing 
particular products; which again is 
important. | think you get a true 
reaction И people think you're just one 
of the purchasers. 

But in spite of the low profile, 
Ultimate provoked ^ tremendous 





One of the. 


valable 


rewards for hard work 
incongruous among the. 


litter of tarm machinery, sits 


Tim Stamper's custom- 


built Lamborghini 


“И wasn't 


conducive to 


company 


expansion to 
carry on 

producing on 

the Spectrum - 


unless we 


went along the 


budget 


route 








response from fans, and as Tim 
pointed out, their cavalier attitude 
towards computer journos did not 
extend to the purchasers of their 
games. "Ме had 50 or 60 letters a day, 
and it needed someone fully 
employed just to deal with this letter 
problem we had. 

1 think we had an opportunity, 
though, to capitalise on the sort of fan 
club Ultimate created — so many 
people wanted more information on 
Ultimate, and sweatshirts and caps 
and that, and we could have said 
because Ultimate was Ultimate Play 
The Game products ~ "И you liked 
Ultimate: buy the games, buy the 
sweatshirts’. So | think we could h 
expanded like some companies did, 
with a large fan club and giveaways 
and posters to buy, but infact we gave 
them all away. If anyone asked us for 
a sweatshirt or a cap we said, well you 
can have it — or posters. We were just 
interested in seeing the software out 
there and getting fair reviews. 


GETTING FAIR 
REVIEWS 











Yes the ‘mysterious’ Ultimate thing 
was because we hadn't got the 
people to do it,” Tim went on. ‘I think 
we were fairly inexperienced then in 
Tunning a company — we certainly 
knew howto produce software, | think 
we were more experienced in that 
than anyone else, and that's what we 
could do, во that's what we did. | was 
contacted by so many magazine 
people and reporters that we just had 
a list of people | wanted to speak to 
from the magazines and software 
houses — | always spoke to CRASH, 
but never to many of the other 
magazines. | think CRASH worked, 
they always gave us fair reviews; and 
some of the other magazines we 
didn’t advertise with — which was 
another problem with the industry, 
and I'm sure it's still there now — if we 
didn't advertise, the product gotabad 
review. | think that's a really crazy way 
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foritto be, but that's how it was. Iwas 
‘actually told by a few other companies 
‘that they thought the problem existed 
as wel, but there was nothing 

So we steered clear of 
‘speaking to anyone, and if they liked 
the product great, and if they didn't 
then! wasn't bothered, because ifthe 
sales were there it meant people were 
buying.” 

Utimate never indulged in 
exclusives - the method whereby a 
software house grants a particular 
magazine early sight of a new game in 
retum for benefits such a cover 
Hlustration, ог a prominent article on 
the grounds that the magazine is the 
oniy one to have the latest news. The 
Stampers never sent out review 
copies или the game маз due in the 
shops, thus ensuring fair treatment for 
il. Organising it was a problem 
though, and the headaches were 
Tim's 


"Ihad to make sure the copies hit all 
the magazines exactly the same day. 
And with new releases - with а 
distributor — И they knew they were 
the first one, they would be up at six in 
the moming and on the phones to the 
‘other distributors and jumping their 
accounts... | hated that situation. 
And the day a product was released 
the phone would just be red hot. It 
was really bad." 

*I prefer it here without those sorts 
of pressures, added Chris. "The 
atmosphere for development we have 
in this place is excellent. It's а nice 
‘ural setting with chickens all over. I's 
з farmhouse and we want to keep It 
that way because it gives you 
something to. refresh yourself. it's 
good for development rather than 
Stuck in the middle of some suburb ог 
ly centre.” 


After a run of six games priced £5.50, 
Sabrowulf was something of a shock 
When it appeared costing £9.95. | 
asked Tim whether he thought they 
were taking rather a gamble on their 
undoubted popularity at the time by 
almost doubling the cost of their 


games. 

"We were having a severe problem 
with the number of (ilegal) copies. 
And think it was a bold step we took 
The price of stuff was was gradually 
creeping up — Imagine set the price at 
£5.50, without а doubt — and it was 
gradually creeping up, and | thought 
We might go the whole way and put 
the product out at a price which was 
Tesisüc for the time involved in 
creating it. £5.50 was а liie low. 
Perhaps we could have sold more, but 
we were trying to create an incentive. 
{or the person who paid £9.95 to say, 
"Hey you re not copying my дате 
mean, alright, they may have traded it 
for X number of pounds, but at least 
they said if you want it you buy it. And 
that was successful because we stil 
kept the number one position for quite 
а while, and it didn’t make any 
difference to sales. 

"| think they were stil good 
products for the time... 1 think 
possibly Knight Lore was ahead of its 
time, andin looking back at he market. 
now, there doesn’t seem to be any 
vast improvement in the two years 
since we left it. I don't know whether 








we could have made any more of an 
improvement." 


The more | talked to the Stampers 
about their past, present and future, 
the more struck | became by their 
extraordinary, calm planning. But 
never more so than by what | was 
about to hear next; and this example 
indicates only too clearly the kind of 
long-term view they take, and took, 
and explains better than anything else 
the fact that Ultimate's ‘demise’ was 
no random accident of fate as we may 
all have imagined. 

Yes, few people would argue that 
Knight Lore was ahead of its time, but 
in fact it was more ahead than anyone 
at the time ever dreamed. It was Tim 
who quietly dropped the bombshell 
that turned history upside-down: 

"Knight Lore was finished before 
Sabrewulf. But we decided then that. 
the market wasn't ready for it 
Because if we released Knight Lore 
and Alien 8 – which was already half 
finished — we wouldn't have sold 
‘Sabrewull. So we released Sabrewulf, 
Which was a colossal success, and 
then released the other two. 


There was а Ише bit of careful 
planning in there. They could have had 
Knight Lore possibly the year earlier, 
but we just had to sit on it because 
‘everyone else was so far behind." 

|n fact this startling piece of 
information fits well into Tim and Chris. 
Stamper's basic philosophy about 
creation and marketing. | rapidly 
gathered that while they rate the level 
Of British talent very highly, they hold 
а much lesser view of the corporate 
software houses when it comes to 
seeing the big picture. Tim again: 
"There are а few really good 
‘companies out there — Jeff Minter, we 
would have loved to have had him with 
us, he has alot of talent — but it always 
Seems to be misdirected. You 
Occasionally see a really amazing 
game for the time and you think, 
Christ, it kills the games after; and if 
they had had а little careful planning 
they would have avoided that. It's bad 
for the industry. 

*Games should be developed and 
be released at the correct time. And 
again, some games have been really 
good and were released too early and 





people haven't been able to 
appreciate them; or released too late 
and it's already been done. So | think. 
careful planning there would sort that 
out. 

Chris cited the example of Elite (not 
the original BBC version), a game he 
rated very highly, as being one that 
actually might have killed off Firebird 
games sales after its release, because 
it raised expectations, and when 
nothing could match itfor ages people 
felt let down. 

"But that's how it is, Tim said 
pragmatically. 1 think there's enough 
UK talent to rule the world on the 
arcade and home computer market, 
but it's not being really well directed. 
Hopefully we can solve a litte bit of 
that, but there again, we're not that 
strong in UK. Very few people know 
we're here, very few people know 
what we're doing. And I'd just like to 
make people aware of the fact of the 
very large market out there and they 
can take advantage of it through us." 


TURNING TO JAPAN 


Which brings us very neatly to what 
the Stampers have been doing in what 
has seemed to the rest of the world to 
be а sabbatical, But far from it, and 
again, it rests on а piece of 
information, staggering in its 
implications, casually dropped into 
the interview. It also makes very clear 
why Ultimate was to change direction 
so radically. All | asked was what 
machines they were now so busy 
programming for. 

Mainly the Nintendo. We had a 
Nintendo four years ago." 

1 stopped Tim to question ту 
hearing. Four years ago? Around the 
time they were conceiving Lunar 
Jetman and Айс Atac!? The first time 
1 heard anything much about the 
Japanese  wonder-machine — was 
‘shortly before the 1986 PCW Show. 
But Tim confirmed the date, then 
added: ‘Well Rare Lid is already 
Competing with the big names in 
Japan, Konami, Nintendo, Sega and 
Тайо. 

"When we got the machine, that 
was the beginning of Rare. We knew a 
‘market was going to boom in Japan 
and America and we set Rare up to 
handle that. Obviously we didn't want 
to give too much away because we 
needed time to develop our 
associations — which fortunately we 
managed to do – before everyone 
really became aware of it. 

"We managed to get just about all 
the software available for it, and we 
Still receiving software now. And the 
machine, for the price it was available 
in Japan then, had colossal potential 
— we looked at this and we looked at 
the Spectrum — and then the 
Spectrum was hot stuff, but this was 
incredible. So we spent possibly eight 
months finding everything out about 
this system – it's custom chips, and it 
takes a fair bit of work – we managed 
to do that and then started to write on 
the machine.” 

Chris added: “There was по 
information on the Nintendo at all, but 
because of our previous arcade 
experience we had hardware 
knowledge of the arcade boards, and. 











So a very shrewd idea of what that 
machine was. That enabled us to 
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produce the first product, and were 
аве to make а presentation to 
Nintendo, and they said, ‘Okay, you 
can do I 

'And here's the information 
you already found ош! quipped Tim, 
laughingly. 

|t was a sort of introduction 
process. We had to show Nintendo 
that we had the capability before they 
could give us the rights to go ahead 
and produce for their system. 

1 said | had heard that Nintendo are 
notably very finicky about their 
marketing deals for third-party 
software, a point Tim considered very 
understandable: "They're a very big 
company. The majority of companies 
like Konami, Taito, construct a deal 
with Nintendo to produce а product 
for Nintendo to market it. But they are 
limited to the titles they can produce a 
year, We license product to Nintendo, 
and we are not limited to the number 
of tiles. So that's why we are going to 
take advantage of the situation that 
we've got now, that we can produce 
an unlimited amount on that system, 
which no-one else has got at all. In 
fact we've licensed more product this 
year than any other company. So 
we're very proud. And | think it's an 
affluent market. 

It sounds И; with some 10 million 
machines in Japan, and 15 million 
worldwide, Rare enjoys sales of its 
licensed product there far higher than 
their highest ever British figures for 
Ultimate games. To date there are four 
‘original products on cartridge and two 
others just written for an outside party 
which will be shown at the CES in 
January. in addition, another eight are 
in development. 

We actually act, | suppose,” Tim 
added, "ав Nintendo's development 
team. И they feel they are lacking a 
product опа machine, they tell us, we 
develop it, and so we are sure of 
licensing product to them. 

So far, releases in Britain that THE 
GAMES MACHINE has seen have not 
resulted in much above average 
confidence. Have they been very 
impressed with the British Nintendo 
cartridge releases to date? 

Мо, said Chris. 1 think Nintendo 
are so busy in the States, and | fee! as 
soon as they resolve that problem the 
UK will receive the support it 
deserves. And when that happens 
Nintendo will take a much higher 
place. | think they're just so incredibly 
busy. It's going to be a banner year. 

Certainly, looking at some of the 
games Rare has just finished, it is 
going to be a great year for them. At 
about this point in the interview, we 
were beginning to get onto their real. 
reason for granting f. 


OF CARTRIDGES AND 
COIN-OPS 


Having decided, several years back, 
that the Stampers’ Ultimate had 
probably gone as far with the 
Spectrum as it was possible for them 
to go, and having receded quietly into. 
the background to devote time to 
mastering the Nintendo system and 
producing their first games for it, they 
have now arrived at a point when, 
ironically, they could do with some 
publicity. Why? 








| think there are a lot of UK 
companies that are beginning to look 
overseas, and to look at machines 
which are not available in UK," Chris 
began to explain. "We did that two 
years ago. And it puts us in a very 
Unusual situation. We have four 
freelance teams who are really trying 
to take advantage of the situations we 
developed. There is not another 
company in the UK that has the 
opportunities that we do at this stage, 
basically because it all takes time and 
we're two years ahead. 

‘And itis that talent capable of ruling 
the world on the arcade and home 
computer market that the Stamper 
brothers are thinking of, they want to. 
extend their advantageous position in 
the world market to оће 
programmers — software engineers — 
and it was Chris who came out with 
the bald statement. 

It's so easy just to focus on your 
‘own little word and never look 
outside. Well we're out there, we've 
put in a lot of effort, we've made a lot 
of — not sacrifices — but not the best 
business deals just to gain a 
relationship, and | think now we're па 
position to take advantage of that and 
we would like as many people as 
possible to come to Rare and see 
what we can offer. 

So you're actually saying you would 
like to start a recruiting programme? 

You're here to start it!” said Tim 
brightly. Chris expanded further: 

"That's right. We try to get as many 
good engineers as possible ~ we're 
Certainly looking for freelance teams. 
We've just finished designing our own 
arcade hardware, and, for the right 
team, we would be able to provide t 
hardware for them and then give them 
the opportunity to write for the coin- 
‘op market. That would certainly be a 
worthwhile gamble for any competent 
team to have a go at, because if they 
can get a product in at the top, and if 
it takes well in the arcades, it's going 
to filter down through Nintendo and 
all the other associated products. If 
you start only half way up the ladder. 
then there's only one way it's going to 
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Inside a tall tree, the bold 
knight feces many оөз in a 
situation not unlike 
Sabreman's adventures in. 
Underwuride. From 
Wizards And Warriors. 


The Japanese 
market's two 
years behind 

UK. It’s easy to 

look at UK 
міз and see 

what the 
trends will be 

in Japan." 
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go afterwards and that's down. And 
it's very hard to get it converted up. 
Tim had the last word on this 
subject, when he said: ‘I'm pleased 
about the direction Rare is taking, 
because 100 percent of the revenue 
received by Rare comes from 
‘overseas, and | think that's good for 
UK and it's good for the image of 
British software in the world. | wish 
more people would take the incentivo. 
and do exactly the same as we did. 





TRAVEL AND THE 
JAPANESE STYLE 


With all the work they do for Nintendo, 
1 wondered whether they have to 
travel a lot. Are they in Japan every 
other weekend? 

Но. said Tim, ‘not Japan, usually 
to the States. We do most of our 
dealings with Japan through the 
States, We have an associated 
company called Rare Coin-M, The 
Coin-It companies are mainly arcade, 
and ours is an exclusive arrangement 
and that gives us a base in the States. 
Plus the fact that most of the big 
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Japanese companies have built 
offices in the States, and they speak 
the same language as us, and the 
food's better!” 

Traditionally coin-op themes have 
traveled from Japan, often ма 
‘America, to arrive in Britain. It has 
hardly ever happened the other way 
‘ound. is that because British games 
are not sulted to the Japanese, ог 
even American, mind? And if there is 
a difference, how have they at Rare 
overcome the problem? Chris: ‘I think 
when we look at British games now 
wa can understand the difficulties that 
UK companies will face trying to get 
into the market, because there 5 a 
diference in style and there ва 
difference in what makes а good 
game for the US and Japan. And 1 
Think we understand now what that 
difference is. Our success rate proves. 
it~ that and the fact that we have 
licensed cartridge games. 

"When we first started in the arcade 
market quite some time ago, we found 
We were very good al producing 
games which did very well in the UK 
and that was it." 


PLAYER 1 


E KG 


Timtookup the story: 'Itseems that Sialom's Mount Nasty 
мей in looms above the player, 


weil In japan, and in England, but 
and in . 
English games dont do well in 
America and they don't do well in 
‘Japan, It's taken us a few years just to 
{ind out why. Even Japanese and 
American conversions wouldn't sell 
wel in America because they're 
‘converted to suit the English taste. 
There's a big difference, and 
obviously English teams have not 
discovered what the difference is." 
"We must realise that the Japanese 
produce the number one and 
they always have done, Chris went 
on. "find it surprising that with all the. 
talent in the UK, it isn't British 
‘companies producing the number 
one arcade games and then everyone 
in the world following that. Because 
Britain's got the best talent without a 
doubt. This country's very conducive 
to that - it's cold, it's damp and 
sitting indoors 


And as Tim pointed out, it is only 
through examining Japanese-made 





ino practice through — their 
painstakingly built contacts that they 
have reached the point they have. 
‘Throughout our arcade career, we 
must have licensed 16 or 17 products 
to Japan, and every time they've 
asked for more, and after doing so 
many do you think, 1 know exactly 
what they want now, and then you can 
produce games that you know will suit 
their taste. It's taken a long time to do 
it, and indeed we're trying to train all 
ої our engineers to realise the 
difference." 

But paradoxically, Tim and Chris 


Japanese markets possibly two 
years behind UK. It's easy to look at 
UK trends and see what the trends will 
be in Japan, They ve just had a really 
really big arcade adventure type. | 
think they're possibly just getting on 
to the sports aspect now, which is 
where we were at a while ago." 


bit computers, and promptly ran up 
against the Stampers’ scepticism of 
catering for a market whose sales do 

yet run into the hundreds of 


8 


"When we find a machine that sells 
extremely well to warrant us 
producing on it,’ said Tim, "then we'll 


| 


sales are really good. But | think you 
will see conversions of our products 
оп certain machines. 

"The trouble with most of those 
machines is that they have got 
incredible graphics and sound, but 
the processor is just ticking over — you. 
can't do anything really stunning with 
= 


Chris agreed: ‘I'm surprised that we 
haven't seen any incredible games on 
the 16-bit machines. But a game's so 
slow with disk option, terribly slow 
‘and boring. That's one of the major 
advantages of Nintendo, just just 


bang in a cartridge, and if you don't 
want it, you bang in another. You can 
play through 60 games in a few 
minutes! And the cartridge sizes on 
the Nintendo now are quite colossal, 
there are two megabyte games. за 
fair-size game. And the price of 
memory is coming down all the time, 
‘especially just the silicon chip. | think 
it's the system of the future,” 


PAST AND FUTURE 


Tim and Chris Stamper have always 
planned for their future. They refuse to 
get stuck in any ruts, and 
wholeheartedly refuse to be merely 
what people expect of them. And 
indeed, they were unexpectedly 
generous and patient - considering 
heir press reputation - but they 
Clearly do not tolerate fools easily. 
They have resisted the temptation be 
Бе drawn into the razzamatazz of 
public shows, and yet have been 
unfailingly helpful to members of the 
public who, having got the Ultimate. 
phone number, rang up in the old 
days, usually ‘receiving а T-shirt, 
‘sweatshirt or сар for their trouble. 

n short, they've been successful, 
зо | asked Chris whether there had 
ever been any regrets. After a short 
hesitation he replied: "I think the thing 
we regretted the most was not doing 
„Айс Atac II when we did number one. 
We should have done that because it 
was so well accepted and It sold so 
well, and for some reason we didn't 
and | don't understand why." 

In retrospect it seems a harmless. 
enough sorrow to bear, and one 
suspects there are ` probably 
numerous other problems they have 
suffered which are just forgotten inthe 
onward rush. Rare doesn't strike as 
being an express train of ideas on the 
verge of being out of control, but 
rather a streamlined sports car in the 
hands of a capable and determined 
driver with his eyes on the road ahead. 
‘Outside, there is a vast bam in good 
repair. t is the next stage of 
development and will be refitted with 
studio gantry lighting. In its spacious 
interior, the Stampers intend to build 
what might well be the world's first 
computer graphic film studio. They 
believe that with silicon technology as 
itis, with the ever decreasing cost of. 
memory and flat cathode ray TV 
screens, real movies done Бу 
computers are just around their 





comer. 

‘The past is the platform from which 
they build, but not a temple to their 
Success to be enshrined. Of the many 
ways in which Rare differs from other 
software houses | have visited, one of 
the most striking was the lack of old 
artwork, framed, and hanging on the 
office walls. When | commented on 
this, Tim Stamper replied typically 
"When you've spent five to six months 
developing а game, you've really seen 
enough of it. You fulfil your aim and 
then you go onto the next product. | 
think our best product is yet to come. 
| probably haven't even gota full set of 
Ultimate games here. They just 
disappear! Anyway, we're all looking 
to the future for what we can produce, 
and that's where the excitement lies 
for us. It's not worth looking back. I'd 
like to hang pictures of games we will 
produce on the walls." 
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twas in Tim's graphics area that 
| cameron photographed 
screens of three of the games 
Rare has already finished for 
Japan, one as long as two years 
ago. For some 40 minutes he 
‘crouched under a long black shroud 
stretching from camera to monitor 
(intended to keep stray light off the 
screen), while Chris knelt in front of 
the set, ducking his head out of the 
camera's way, playing the games. 

‘Along a corridor there are several 
rooms off: a general office, the play 
room – equipped with much coin-op 
cabinet paraphernalia — the music 
тоот and a string of further software 
development areas. 

The main development room, large 
and airy, has desks, computers and 
monitors around the edge where the 
software engineers ай work. Different 
types of Nintendo machines lie 
everywhere as well as stacks of 
cartridges, cards and Nintendo disks. 
As we artived, a new package of 
games had just been delivered from 
Japan as well as Rare's first PC 
Engine - the latest machine in the 
range and all the rage in the 
homeland. The package was ripped 
open and its contents eagerly | 
Rare also receives several 
Japanese Nintendo magazines (see 
pane). and despite ће 
indecipherable Japanese 
pictographic script, these appeared 
to be as much in demand as either 
CRASH or THE GAMES MACHINE 

in talking to several of the 
engineers, a strange thought 
occurred. While they are obviously 
aware of the British software scene 
around them, it is as though they see 
it through a dark glass. | was often 
asked questions about the latest 
games in the manner of interested 
people from the Moon – they'd heard 
about them, possibly even seen and 
played them, but knew nothing much 
about how they were doing. Rare is 
like a time capsule, its people on a 
nodding acquaintance with their 
neighbours, but their eyes all fixed оп 
a distant goal no-one around them 
can see. When | asked Tim if he had 
any contact with other software 
houses, he said: "Yes, a lot of contact 
with the Japanese.’ But what about 
British software companies? ‘Zero, 
was the short reply, 1 don't think they 
even know who we are. 

In this sense, there is no doubt that 
the Stampers are training their people 
to think Japanese. It doesn't seem to 
be such a big difference when you 
look at the games themselves, but itis 
undoubtedly a very crucial difference, 
and one on which most of Rare Ltd's. 
resources are being gambled, 








The programming — or engineering - area is on the first floor of 
the large Rare headquarters. The first room is Tim Stamper's 
graphics office, equipped with several computers, two large 
drawing boards — one bearing а giant game logo being prepared 
in expanded pixel form with a title we are not allowed to mention 
— a video area with studio lights to help with digitising complex 
three-dimensional shapes and a closed rack containing all the 
past, famous Ultimate packaging illustrations. 























and Mark get their first sight of a 
new. Nintendo shoot-' 
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COIN-OPS FOR ALL 


The development room is dominated 
by a veritable tower block of stacked, 
plastic component boxes, ful of 
Chips, capacitors, min-PCBs and 
other electronic oddments – а 
reminder that this company has a 
Vested interest п developing 
hardware as well as software. In the 
— ext door, we were showed their 
proud achievement of 18 months of 
hard work — the new coin-op arcade 
board, working on this day for our 
benefi 

Named - they always have а пате 
- ће Razz Board, and based around 
the 280 processor with a lot of 
hardware assist, it is extraordinarily 

и. They had set up a running demo 
consisting 33 large, full-colour knights 
bouncing around the screen so fast 
you could hardy make. out the 
Individual shapes. But these were not 
moving sprites. Each shape, as it 
passed behind another, was being 
cleared and redrawn. We were told 
the board was moving 1,300,000 
bytes around per second. 

That is an intelligent drawing up of 
characters,’ Chris said, ‘which most 
machines — like the Amiga – say, ‘Oh, 
they can do a milion’. But that’s just a 
dumb fi, and this is actually 64 
colours in full separation. | think it wil 
tenable us to start competing with the 
big Japanese and American coin-siot 

impanies now, The first time we've 











ог the camara to capture, 
000 bytes go bouncing round the. 


Screen every second to create 33 leaping 
knights 








been in this position to go up against 
them, and | feel we have a piece of 
hardware that will allow us to do that. 
1 think it's going to knock spots off 
Mastertronic and the Amiga coin 
system. | mean, this is redrawing this 
every 50th of a second. 

The Razz Board is available to 
anyone who wants to go into writing 
games for the coin-op industry. Rare 
provides Ње _ board/hardware, 
graphics and sound utilities. And the 
sound quality is intended to be very 
powerful, too. Using Yamaha synth 
chips, there are 14 available voices 
altogether, with three of them being 
top of the range quality. Prototypes 
should be ready any day now, and as 
Tim told me, they have had a bit of 





The men who were 
Ultimate, creators of 
Jetman, Siabreman and. 
Doohickle, Chris and Tim. 
Stamper, seen here In Tim's 
"graphics office. 





interest in the board from other British 
companies. 'Companies that would 
like a piece of hardware like this but 
can't devote 18 months to develop it, 
1 mean it's cost a fortune to develop, 
but as you see it's ай fully working. 

Then there's the graphics editor. 

‘our own software image editor. It's 
rather an unusual methc ch 
we've patented, and I'm sure an awful 
lot of arcade companies will want to 
use it because it's so memory. 
efficient, and we can move such a 
large amount of memory around 
quickly. 

People with a desire and matching 
ability to design coin-op games 
should probably be getting in touch 
with Rare right now. 
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— 1 THINK РМ TURNING JAPANESE 


— — И anyone shoud пад the notion often milion Nintendo machines in Japan's 
79) homes hard to swallow, just take a look at the magazines. Rare receives 
‘contacts. 


layouts 
eo oe ee ees 


отура packed, colour spreads Кот јан сте нову Japanese (2nd Most certainly the much drabber American) magazines should take a 
Nintendo magazines leaf out of the Japanese book. 
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INTENDING NINTENDO emm 
ме have seen yet, with ай the benefits of disk systems and the multitudes ot 
first-rate games to be found in what will be over 25 million Japanese and 

respects, in Britain Nintendo is still better known for its coin-op American homes before this year is out. 


in many 
proie. The release о! home machines and cartridge games has, to date, 
Been disappointing. But as the Stampers say, Nintendo has been extremely > кони intonation. аа 1o Coin bt tration 


that Nintendo's coin-op games are developed for world-wide 
про iat s by far tha smalir of ato games operans. 

It is with the home market that Nintendo begins to look amazing. It has 
become the American leader, with over 70 percent of the market in 
comparison to Аш 12 percent and Sega's eight percent share. Та year, 
Nintendo expects to sell $600 million worth of consumer products alone. 
They areay nave tauros to show het ir games cores тау bo found 
in one in every three American homes with a boy aged between eight and 
14, And new ranges of games this year are being aimed at a much older 


bracket upto age 21 

That Nintendo is ‘beginning to move on the British and European markets 
в evident from its increased coin-op activities. The Play Choice-10 Video 
System has been proving very London, 





‘rae remains to be seen when Nintendo's major home console move wil 





























Another month and another 
selection of games scrutinised by 
the ever-watchful Mechanics ~ 29 
pages of reviews ranging from 
Sega's mega-blaster After Burner 
to Space Quest Ії, a humourous 
‘animated adventure. 

We've also Power Played some 
top arcade conversions including 
Alien Syndrome, Rolling Thunder 
and Side Ата. Mind you, if 
Simulations are more to your aste, 
make tracks and head for reviews 
ot The Train, Аройо 18, Project 
Stealth Fighter and version 
updates of some old favourites — 
F-15 Strike Eagle, Tomahawk and 
Gunship. 

Original games make а few 
appearances this issue, including 
Black Lamp a tale from the Dark 
Ages, North Star and Zion. 

There are also high-speed 
games from Martech and Anco, 








who bum in with Nigel Mansell's. 
Grand Prix and Karting Grand Prix 
respectively. And И you're 
wondering how much longer there 
isto wait before we see an Atari ST 
version of Out Run, you're going to. 
have to stay in neutral for a bit 
longer. Hopefully we should see 
something of it before the end 
February. Interestingly enough, 
Out Run sales have topped the 
250,000 units mark making it US 
Gold's biggest selling game ever! 

There's also a breakout game 
(there's one every month, isn't 
there) in the form of Traz from 
Cascade, which adds a few novel 
twists the popular old format. By 
the way, next month we'll be 
looking at Revenge of Doh, the 
sequel to Arkanoid from Ocean. 

There's plenty more in these 
pages, read on and feast your 
eyes 
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‘SPECTRUM 48/128 
Budget Adventures 7 
Nigel Mansell's Grand Prix И: 
North Star 44 
Platoon. 61 
Rolling Thunder 52 
AMSTRAD 

Budget Adventures я 
North Star 5 
Rolling Thunder 52 








LEAD 
REVIEWS 


SPACE QUEST И 

The best game this month comes 
from US software house Sierra On 
Line, distributed over here by 
‘Activision. Police Quest Ilis highly 
‘adventure-oriented, but the action 
is ilustrated by animated 
graphics. Often humourous, 
Space Quest И is something that 
the thinking ST owner shouldn'tbe 


without 
ADVENTURE PAGES 

PROJECT STEALTH 

FIGHTER 

From Microprose comes an 


‘excellent offering for those into 
simulations. Combine Space-age 


technology with futuristic 
43 
63 
64 
65 
46 
69 
62 
58 
49 
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AMIGA 

Karting Grand Prix 48 








engineering and you have Stealth 
Fighter — a plane virtually invisible 


to radar. 
- PAGE 40. 
POLICE QUEST 
Sierra On Line get another game 
in the top five. Police Quest places. 
the player in the role of an 
American Police Officer ош to 
Clear up the windy streets of the 
US. Check out Rob Steel's 
assessment 
ADVENTURE PAGES 


BLACK LAMP 

From Firebird comes a cartoon 
romp through the Dark Ages 
starring Jovial Jack the Jolly Jester 
in his quest to recover nine magic 
lamps. This advanced platform- 
and-ladders game proves to be 
‘one of the most amusing games 


this issue 
PAGE 43 
Power Play 62 
‘Shadowgate 68 
Tetris. 58 
Dark Castle. ва 
РС 
Gunship 62 
‘Tomahawk 65 
‘SEGA 
Aien. Syndrome Е 
Rocky 56 
Zillion 56 
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Rising. 


Four military situations in Europe 
and the Middle East set the scene 
for Project Stealth — Fighter. 
Missions range from destroying 
airfields and ground targets to 
intercepting enemy fighters, early 
warning aircraft and bombers. 

‘An impressive array of options 
are presented on loading, and the 
player is able to specify the level of 
Conflict, mission type, enemy 
quality, aircraft payload and the 
realism of the F-19's fight 
performance. Intelligence reports 
and mission briefings are called up. 
to provide vital data on the 
intended target and its defences, 
Each mission requires different 
tactics, and a vast array of 
weapons is provided, including 
guided bombs, unguided bombs 
and air-to-ground/air-to-air 


he Lockheed F-19 Stealth Fighter is the American Air 

Force's latest strike/attack aircraft — although its 

existence is still denied by the USAF! Using state of 

the art stealth technology to reduce its radar 
signature, the aircraft is virtually invisible to radar 
detection. Even though much of the data on the F-19 is 
classified, simulation specialists Microprose have gained 
enough public information to produce a 'realistic as 
possible’ computer simulation. Microprose's next project 
is the computer version of Tom Clancy's novel Red Storm 


missiles. Cameras and extra fuel 
tanks are also fitted for long 
‘duration or covert reconnaissance 
missions. 


HI-LO-HI 


А typical ground attack mission 
involves high altitude, fuel 
conserving flight, followed by a 
Swift dive down under the enemy's 
radar tor the final approach. After 
taking out the designated target, 
the plane retums to high altitude 


OTHER FORMATS 
No release dates yet for any conversions, but. 
Spectrum, 








SNEAKING 
SUSPICION 


PROJECT STEALTH FIGHTER 


and makes for base, hopefully 
avoiding interceptors en route. 
This type of mission is often called 
а Hi-Lo-Hi – and it's easy to see 
why. 

If the plane makes it back home, 
marks are given for the level of 
mission success and a percentage 
is awarded based on how well the 
craft maintained a low profile. The 
more enemy radar detections 
made, the lower the percentage 
gained, and the less chance of 
being promoted. Sometimes the 
pilot is forced to bail out causing 
an embarrassing international 
situation if the ejection is made 
over enemy territory. И the pilot is 
killed, his service is ended there 
and then. 

Novice pilots are recommended 
to start with the Libya mission to 
help build up experience before 
tackling the deadlier Gulf and 
European scenarios. Full save and 
recall facilities are offered to keep. 
а permanent record of a pilot's 
status, rank and number of 
missions attempted. 

The F-19's cockpit is a standard 
modern jet layout with a HUD 


to see Pro- 


Amstrad, Atari ST апа 





— 











display, CRT map and status 
screens, __ offensive/defensive 
systems and an EMV bar gauge 
indicating the aircraft's current 
stealth rating. A Radar Detection 
System alerts the presence of 
incoming missiles and enemy 
radar scans. Although the cockpit 
display initially appears confusing, 
it's a lot tidie than most 
Simulations and looks very 
authentic. 

Microprose have excelled 
themselves (yet again) with Stealth 
Fighter. № may not be totally 
realistic, but И generates a superb 
atmosphere and has incredible 
playability and depth. Together 
with the detailed maps and 
comprehensive manual, Stealth 
Fighter в an outstanding flight’ 
fight simulator which surpasses 
Gunship in every field 
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“Stealth Fighter is an 
outstanding flight/ 
fight simulator 
which surpasses 
Gunship in every 
field." 
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Apollo 18 is a seven-part journey 
into space, with each stage 
recreating a key point in the lunar 
landing mission. The proceedings 
are split between a telemetry 
creen, where the flight control 
computer programs are run and all 
system operations initiated, and 
the action screen where all 
manoeuvres are executed (both 
manual and automatic) 

Starting on the launch pad, the 
players first task is to get the 
Satur V rocket operational. Once 
the propulsion and guidance 
systems are activated, the craft is 
steered manually in order to keep 
the vehicle on the correct 
trajectory to achieve optimum 
height for the space journey. 

During this stage, Mission 
Control displays the Saturn's 
course plus any deviation, whilst a 
‘camera at full zoom (complete with 
realistic wobble) tracks its flight 
path, Failure to achieve the correct 
height sees the mission 
prematurely aborted. 

Once out of Earth orbit, the 
Command Module/Lunar Module 
docking sequence is tackled, 
following system activation on the 
Telemetry screen. Docking is à 
very basic affair, simply involving 
lining up the Module docking port 
and maintaining minimum velocity 
during the approach. 

A change of course is 
necessitated at the halfway mark. 
This normally complex operation 
has been greatly simplified, with 
the player merely needing to press 
and release the fire button at the 
Tight time to execute a course 
‘correction. 

‘On teaching Moon orbit, the 
lunar descent is — started. 
Reminiscent of earlier games, the 
player strives to keep the lander 
within the descent corridor in order 
toachieve a soft touchdown. Land 
too hard and the craft 5 destroyed: 
land off course and the mission is 
aborted. Three attempts are made 
before an abort is forced. 








Once on the Moon, the player has 
to Moonwalk to a distant surveyor 
craft and back again before 
Tunning out of oxygen, keeping on 
course al the time whilst 





ће idea of moon landings isn't new to computer 
games: Lunar Lander has been around in various 
forms for years. Accolade's latest offering, however 
takes the player through an entire mission from the 
launch pad through space to the Moon's surface itself and 
back again, to splash down in the Pacific 


CAMERA еі 


THE EAGLE HAS 
LANDED 


maintaining a steady rhythm of 
movement. Not exactly the most 
difficult of stages, but graphically 
it's the most pleasing. 

Arriving safely back in the Lunar 
Module, signals the start of the 
retum joumey, again making 
course corrections en route. 
Before the capsule can re-enter 
Earth's atmosphere, however, an 
astronaut is required to leave the 
space craft and recover three 
erratic satellites before they move 
‘out of range. Due to the inertia and 

















zero gravity, some tricky 
movements are needed to line up. 
and successfully capture the man- 
made devices. 

Re-entering the — Earth's 
atmosphere is а hazardous 
process, requiring the player to 
keep two lines dead centre to 
remain on course. The re-entry 
capsule heats up if К deviates off 
course апі eventually 
disintegrates above 5000" 

Successfully re-entering the 
atmosphere is greeted with a 
splashdown scene, welcome 
home messages and a percentage 
based on how well each stage 
went 








COMMODORE 64/ 
128 

Cassette: £9.95 

Diskette: £14.95 


Although Apolo 18 is as 
accurate as can be expected 
with its highly technical- 
looking telemetry screen: 
occasionally impressive 
graphics and faithful re- 
creation of mission stages, 
there isn't an awful lot of 
content to each section. 
Much of the time, the playor 
is limited to entering sets of 
mumbers to simulate the 
execution of flight control 
computer programs. The 
action sequences that do 
occur are limited in depth, 
ranging from the somewhat 
average lunar descent and 
subsequent Moonwalk, to 
the graphically poor and 
undemanding Module 
docking. it's the gameplay of 
these sections and tho 
amount of player interaction 
ineach which could do with a 
ttle extra. This aside, Apolo 
18 is enjoyable, playable and 
has a great atmosphere (no 
pun ` intended. Тһе 
Presentation and realistic 
effects, coupled with good 
use of sound means that 
you're really up there on a 
lunar mission. А пісе touch is 
the static filled, crackling 
‘speech which accompanies 
each stage, adding to the 
‘overall effect. Like Test Drive, 
disk and tape access is 
continuous, reducing the 
game's appeal for disk-less 
64 owners. If you're after a 
realistic game based on 
actual lunar Landings and 
you don't mind the relatively 
Simple gameplay and the 
constant disk/tape access 
then Apolo 18 is the one for 


you. 
OVERALL 73% 














“... Apollo 18 is 
enjoyable, playable 
and has a great 
atmosphere..." 
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The game's objective is to win the 
World Grand Prix by successfully 
competing in races across 16 
different tracks, from Brazil to 
Australia. 

Although Nigel Mansell's Grand 
Prix attempts to simulate "the real 
thing’, it provides an option 
allowing the player to choose 
between 5, 10 ог 15 laps in a race, 
whereas a normal Grand Prix race 
can last over 60 laps. 

Before the race begins there's а 
practice session consisting of 
three laps. followed by a warm-up 
lap. The practice laps are 
important as they determine the 
starting position of the player's car 
in the race. 

The screen is split horizontally 
between the action on the track 
and ће comprehensive 








igel Mansell has not only endorsed Martech's latest 
release, but he also acted as technical consultant 
along with engineer Peter Windsor, and Williams 
Grand Prix Engineering Ltd, constructors of the 
subject of the game – the Williams Formula One motor car 
The program was written by DJL Software, which 
consists of Dave and John Looker. 


instrument panel displayed on the 
lower half of the screen. This 
‘dashboard’ has all the indicators 
relevant to racing, one of the most 
important being the rev counter, 
which displays the speed of the. 
engine, up to 12,000 revs per 
minute. The needie on the revs 
counter should ideally be within 
the Power Band (between 9,000 
and 12,000 rpm). М the needie 
goes much lower, speed is lost; if 
it becomes too high, speed is 
increased but fuel consumption is 
greater 

Аво displayed аге the fuel, ой 
temperature and pressure, and 
water temperature gauges. The 
gear shift denotes the current gear 
and wing mirrors give a near 
accurate view of the action behind 
the car 





1 hope the tyres hold out as Nigel goes for a close second 





The Williams is fitted with a Turbo 
boost which provides the engine 
with extra power — in this case up 
to four times the normal pressure 
on the air/fuel mixture. Probably 
the most useful element of the 
panel is the On-board Computer 
represented as а window in the 
lower hal of the panel. This 
displays speed, lap time, fuel 
consumption, distance to the 
finishing line and so on. Messages 
from the pits are also displayed via 
the radio link at the bottom of the 
screen. 

А pit-stop can be made at any 
time during a race by driving off 
the main track and onto the access 
Toad, providing an automatic 
change of tyres. It's essential to 
have at least one pit-stop during a 
race as the tyres wear down 
quickly, making control of the car 
increasingly difficult. 

Racing itself has been well 
implemented, and the feeling of 
control is quite effective: the player 
has to constantly monitor speed, 
revs and the running of the engine, 
as well as compete against the 





opposing cars, which aren't 
ridiculously hard to beat as with 
many racing games. However, the 
fact that a practice session of three 
laps must be endured before 
competing makes the whole 
process somewhat laborious. 
Unfortunately the illusion of high 
speed doesn't really come off 
adding little excitement to tho 
gameplay 








Nigel Mansel's Grand Prix 
includes both 120k and 48k 
versions on 


ОДЕ 
ia 


| 
? 
ini 


| 
| 
i 


driving game and 
simulator, Nge Малзейз 
Grand Prè bs quite competent, 
although lacks initial 
playability and hard-core 
addiction ~ it could have 
been much better. 


OVERALL 73% 


OTHER FORMATS 


Both the Commodore 64/128 
and the Amstrad versions 
‘should be out on the streets 
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рэнт ENTERTAINMENT 






of the programmers behind Star Trek - Steve 
nd Graham ‘Kenny’ Everett — hav bined 
е more, to produce Firebird's latest 16-bit 









Black 








| | ATARI ST 
Diskette: £19.99 || 


The detail, amount and | | 
quality of the animation and | | 
Graphics make Васк Lamp 

something special to look at, 
The theory behind the 
gameplay is quite simple and 
it bolls down to being little 
more than an addictive romp 
HIGH SCO PLAYER ONE UP. through — platforms-and- 
ladders land. Sound is used 
| | to good effect - you can 
switch between FX mode 
and music (а boppy remix of 
Greensieeves) Black Lamp 
presents a formidable 
Challenge in terms of 


plenty of fun to be had in the. 
process. 


OVERALL 8690 











There's no time to admire the beautifully animated creatures inhabiting the 
Screens of Black Lamp, just blast them before they blast you 














OTHER FORMATS 


Expected to be released 
across all formats. 











| “... the detail, 
amount and quality 
of animation make | 
Black Lar | 
something really 
special to look 
et... 
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LIVES: 3 


— 


У 





са 
SO Ee n 
NORTH STA — 


Gremlin Graphics 








n alien horde is running riot over а heavily-inhabited | The North Star hero dices with death 





space station, built to ease the pressure of over- : AMSTRAD CPC 
population on Earth. The task of destroying the Vint Cassette: £9.99 
intergalactic interlopers and re-activating the life- Diskette: £14.99 




















Written initially for the Spectrum and Amstrad by Gremlin of the versions, with 
th : gameplay is surprisingly fast, 
"TTE "TFT 
Ore, 8874528 seroling сарая, which 
iy new happening, Non 
piece ot Amstrad 


newcomer Jon O'Brien, conversions to the Commodore | Norin Star — _“Gremlineeque’ 
Considering the Amstrad's 
| : atitle 5 РТ | | sonsidersbhy reducing the 
З y къпе тнт K Size of the action screen. 
attraction ~ apart from 

Programming — is that it's | 


support systems falls on the player's broad shoulders. " ~ Definitely the most colourful. 
hunky graphics. The 
and Atari ST are likely to follow very soon tertainment for q ——— 
scrolling capabilities, which. 
Although there's nothing 
fact that it's a rather nifty | 
Smart, fun and relatively | | 








ем certainly offers a clearer 


rolling exploits 

















и“... North Star is 

little more than a 
simple but 
enjoyable 

| horizontally | 

scrolling platform 

shoot’em up...” 
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į reakout's back with a vengeance, under the 

| pseudonym of Traz (short tor Alkatraz – the famous 
[) prison in which the ball becomes trapped). The author 
is Jonathan Menzie - currently working as part of 

the team on Cascade's delayed 19 game - and musical 
accompaniment is provided by The Judges, a team of 
Danish programmers. 





Traz contains 64 screens, all of 
which can be easily altered using 
the in-built screen designer. In the 
grand fashion of Breakout, each 
Screen has to be cleared of ай 
removable bricks before the next 
ls entered, by rebounding a ball 
around the confines of the screen. 
However, there's по set order in 
which the screens appear, adding 
‘some random variety to Traz each 
time it's played. 

Further innovations include the | 
"addition of a second bat, which 
moves horizontally or vertically, 
allowing two players to play 
simultaneously, or giving the solo 
player a hard time, 

Bricks come in many forms: 
there are vertical bricks, horizontal 
bricks, unsmashable bricks and 
Télractors (which subtly deflect the 
path of the Бай. Monster 
generators are also included, 
Creating aliens which interfere with 
the state of play. 


& 





Many bricks contain power pills | ball remains trapped forever! 
Which appear as spinning | Тһе addition of a construction 
‘question marks. Contact with the | set makes Таг a much more 
bat results in some physical effect | worthy purchase. 

Such as lasers, increased speed, | use. allowing access to any of the 
multiple balls and so on. It’s | features, such as bricks (of all 
impossible to tell what effect the | natures), screen colours, traps and 
pill wil have, which proves slightly | monster generators. Prospective 
frustrating as more often than not | designers can include up to four 
the effect achieved is detrimental 

to gameplay. 

Balls are lost when they hit the 
‘gamma-ray’ traps - these appear 
85 distinct areas around the edge 
ofthe screen rather than just at the 
bottom, as with most games of this 
k. 

Another unusual twist is the fact 
that the screens all form part of a 
maze: as one screen is cleared, 
arrows materialise to indicate the 
possible pathways. И the player is 
по! on the outer perimeter when 
the 64th screen is completed, the 








Пре 
















ER. 


bats on screen at any one ti 
alter the map of the maze to suit, 
making Traz as difficult, or easy as 
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oh ја Loriciels! Even the biggest French software 
houses have trouble raising a bark from the British 
bulldog — when was the last time you saw someone 
with an Ere Informatique carrier bag? - but Paris- 
based Loriciels has 14 titles lined up for UK release in 


near ground level. And when 
‘enemy fighters – alone or in groups 

swarm down from the sky, some 
nifty flying and laser-gun shooting 
is needed to survive. (The craft's 
laser gun can run out of energy, 
but restores itself slowly — just be 
restrained.) 

At intervals, gates appear 
usually in groups of five, and you 
have to fly through these ‘space: 
time gates" (watch the mines!) to 
replenish power and reach the 





crossed fingers) is needed to 
dodge these and enter the tunnel 

At the top of the playing screen, 
flanked by fuel and fire-power 
meters, is a face — the looming 
countenance of Stax. The closer 
the player gets to his lair, the 
unhappier the face becomes. 

And as the player gets closer to 
Stax, the action becomes fast and 
furious, with more and more 
aliens, meteorites, and even 
Sfax's fizzog (shot for a 3000-point 











| shooting-'em-up in Mach 3. 
| 


| Evil sorcerers just won't leave wel 

alone in Mach 3 the wicked Stax 
necromancer of the Red Planet, 
has cast a spell on your beautiful 
companion Gwendoline. And the 
fearless player must destroy the 
despicable tyrant to save 
Gwendoline from a slow and 
painful death. 








1988. THE GAMES MACHINE got wise to the adventure 
Sapiens in Issue Two, and finds a touch of traditional 


But the wily Sfax will place many 
obstacles in your path as you fly 
your small fighter craft across 
varied landscapes. 

Аз the game starts you're 
zooming across a barren desert, 
dodging the land mines that 
Occasionally explode if you're 
foolish enough to fly anywhere 


The very attractive, И slightly risque Atari ST loading screen 





next section of Маса. But 
eventually you approach a tunnel | But to save Gwendoline you'll 
entrance surrounded by land | have to hurry — her time is running 
mines. Some smart flying (and | out 


bonus) making their appearances 


The incredible speed of the PC version makes it very difficult to negotiate the 
arches. 








ATARI ST 
Diskette: £19.99 


Thé огъня ded sou are groit зове colour apres ны 
around backgrounds ina realistic manner, and there’ 
'ressondDie tle tine as well at decent speech. As tor 
gameplay, Mach 3 is great fun and very addictive from the start — 
‘thous it might “rear thin after the mad sorcerer's been defeated 
a few mes. This is a fast shoot-'em-up in the best tradition. 





| OVERALL 79% 





PC 

Diskette: £24.99 

Though not as colourful or graphically detailed as the Atari ST 
version, the PC Mach3 is just as playable. The tune and 


surprisingly clear speech are good, too, adding to one of the 
better PC games around. 
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individually-loaded games 
around 190K of coding. 


The year is 3002 AD, but even in 
this day and age the order of 
chivalry is not dead: robots have 
merely replaced the armour-clad 
knights, and light sabres the 
sword. 

The game is split into three 
sections: Combat Rabot, In Orbit. 
and The Final Tournament. The 


back to his launchpad 





ollowing the success of Knight Games for English 
Software, author Jon Williams has now taken his 
mediaeval combatants into the future for the sequel, 
Knight Games И. The package comes with three 


оп two cassettes, offering 


sections are played in order and 
access to the later sections is 
allowed only once the preceeding 
Ones have been completed. 
thereafter, а security password is 
used to begin the games at will 
Combat Robot casts the player 
in the role of Robby the Robot 
{although not he of Forbidden 





Robby the Robot collects the stranded aliens and Robo-Knights to take them. 


= | | LOCATOR 
a ХЕЕБЕЕЕЕЕЕЕЕЕ == | 





Planet fame), and it is his duty to 


travel across three desolate 
landscapes in an attempt to 
rescue the stranded Robo 


Knights, Head-Bangers and Big. 
Mouth aliens, ten of whom are 
found in each landscape. 

^ direction indicator is used to 








track down the nearest 
unfortunate castaway, and the 
ensuing action takes on a 


Dropzone-style gameplay, with 
hordes of aliens attacking 
throughout 


Аз suggested, the second section 
takes the player into outer space. 
Piloting @ remote craft, his task is 
to decimate the | attacking 
spaceships, whilst protecting vital 
supplies that are being delivered 
to his station. Supplementary to 
lasers in this game are a limited 
supply of smart bombs, use of 
which destroys all enemy ships. 
Ав with the first episode, this 








section is split into three sub 
levels, two in space and the third in 
the loading bay of the space 
station. Here the player wards off 
the aliens, in true Space Invaders 
fashion, as the supplies ar 
off-loaded into the bay. Sh 
meanies, but watch 
provisions: damaging these cost: 
gy. 

Having reached the final 
destination, the — tournament 
proper is entered, where the player 
competes in — hand-to-hand 
combat over three events: Jet 
Jousting, Light Sabres, and 
Photon Chains, The player can 
Challenge either the computer or a 
Second person to do battle, and 
the basic idea is to defeat the 
opponent while attempting to 
avoid the same, and incur as high 
азсоге as possible in the proces 

The Robo-Knight is protected 
by shields which are damaged by 
heavy contact with his opponent's 
weaponry, When his shields are 
completely drained, for him 
tournament is over. 











в being 
the 
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AWESOME KART? | 
| 


| arting Grand Prix has the dubious honour of being the | 
K first Anco game for the Amiga to be reviewed in these 





AMIGA 
Diskette: 59.95 


Karting Grand Prix borrows 
heavily from other overhead 
racing games, most notably, 
рег Sprint. Control of the 
kart is simple but fiddly, 
requiring diagonals to be || 
found in order to accelerate 
and tum at the same time. 
During initial attempts, more 
time is spent crashing into 
the scenery than racing 
A d || around the track. The 
pe к бу, graphics are clear but lack 
| | Polish, and the high point of 
3 | | the game is the sound, being 
suitably noisy — sampled 
engine roars and crashing 








lowed pages. Previously known as Anirog, the 
отрапу was one of the first to produce дати 

the Amiga, and continues to provide budget ге! 
mere £9.95 





for | в 
| 
ога 






























пе top of the 






unt of laps to be ra 
f laps c 








апаа racing game, which 
only exciting in the two: 
player mode. 


ds the || OVERALL 40% | 




















| 
„те high point | 
of the game is the 
| sound . - 


| freins around tarmac track in | 
Anco's Supersprint clone | 











AMIGA ATARI ST ARCADE ACTION AMIGA ARCADE ACTION 


TOUGH GAMES FOR A TOUG 
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| 
| 


THE QUEST FOR FI 


nfogrames join the ever-growing list of companies 

endeavouring to make their mark in the 16-bit 

vertically scrolling shoot "ет up market. Trauma was 

actually written by the French company Ere | 
Informatique, whose list of successful UK releases to | 
date is quite impressive, and who are set to release | 
rough Infogrammes UK) some quite stunning software | 
the preview section for further details. 























REPOWER 


4 larg: 














Trauma 
stance across | is available for the Atari ST only 
Emerging from | and at present there are no plan 
ғ can sometimes | to convert it to any other format 
ATARI ST 
Diskette: £19.95. 


The enemy ships and surface defences are very attractively 
presented and animated, and backgrounds are colourful and 
Scroll very smoothly. The sound could be have been much 
throatier — it adds little to the frantic action taking place on 
screen. Trauma is very well presented and should keep 
newcomers to the shoot 'em up scene happy for a while. 
However, a certain member of THE GAMES MACHINE review 
team managed to complete the game in less than twenty five 
minutes. It should be a lot tougher; even our in-house 
adventurous personage managed to get eighty percent of the 
way into the game! The fact that Trauma is far too easy to 
complete is shown in the overall percentage awarded - a shame 
when it looks so good. 


OVERALL 58% 











— — 
«,, „Ше whole game 
consists of 150 
screens which scroll 

| downatadeceptively 
serene расе..." 
— — 
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MAIL ORDER: 


For a Broad Sheet describing the complete range and information on 


you nearest stc 
































rain simulations might seem as safe and predictable 

as the 20.30 to Reading — after all, there's none of the 

thrills, spills and steering of cars and planes as you 

chug along a preordained rail route. But Accolade 
and Electronic Arts are giving the genre a fighting chance 
and an unusual France-based historical background with 
The Train (misleading slogan: ‘Only you can stop it’). Its 
atmosphere is about as far from Evening Star and 
Southern Belle, Hewson's nostalgic simulations, as you 
can get on a cheap ticket. Has the risk paid off? Well, The 
Train's arcade action may not be the greatest thing since 


It's 1944, The Second World War 
has begun its final act. Nazi 
‘occupied France is awaiting Allied 
liberation. The Germans, sensing 
defeat, are retreating and taking 
the spoils of war with them. One 
such prize is a train full of France's 
artworks, bound for Berlin. 

Desperate to prevent the 
disappearance of these treasures, 
the French Resistance movement 
sends engineer Pierre LeFeu (the 
player) and Le Duc, a train fireman, 
to hijack the train and take it bac 
through German lines to the 
advancing Allies at Riviere. The 
whole mission must be completed 
before dawn - trains are sitting 
‘ducks in daylight. 

To hijack the train from the Metz 
yards, Piere must provide 











steam — but at least it's getting there. 


machine-gun cover for Le Duc 
while he runs over to change the 
track switches. (When the German 
guards fire back, duck if the bullets 
get too close –а single hit ends the 
game immediately.) 

‘Once out of the train yards, 
Pierre and LeDuc control the 
locomotive’s progress from в 
— screen. The engine's 
furnace must be kept stoked up 
with coal, steam pressure in the 
boiler kept at а safe level, and 
maximum speed maintained to 
beat the dawn deadline. 

Using the train's whistle to 
signal, you can get your 
Resistance brothers-in-arms to 
redirect the train on to any line. To 
help plan a route, a map details all 
the stations, bridges, tracks and 





The Train looks fine, but soon descends to commuter duliness 





5 
ÜMTER ATTACKING FRONT 


junctions in the system. 


Enemy fighters diving in to strate 
the train can inflict heavy damage 
unless quickly shot down by the 
train's anti-aircraft guns. And 
Other enemy vehicles include 
German gunboats guarding the 
bridges along the railway route. 
You must stop at every bridge and 
use the 155mm cannon on these 
gunboats before crossing, or be 
blown off the tracks. 

Stations along the line provide 
extra coal and water and a handy 
telegraph system for 
communicating — with ће 
Resistance. But Germans guard 
these vital points, and for Le Duc 
to get to the telegraphy unit Pierre 
has to again provide machine-gun 
cover. 

Inside a station, orders can be 
given to capture bridges, capture 
Stations ог repair the train. But the 








Resistance can only hold captured 
targets for a couple of hours and 
can't always respond to requests, 
зо don't rely on them too much, 

И the train makes it to Riviere, 
the mission is assessed: your final 
rating depends on the dan 
sustained by the priceless cargc 
of art and the number of enemy 
targets destroyed during the 
joumey. 















There are some good ide 
in The Train: the combination 
Of simulator-style — train 
Contro and arcade 
‘sequences works well. The 
train-control вогеоп Is 
reminiscent of Hewson's 
Evening Star, though 
nowhere noar as complex 
and a lot easier to operate, 
and the whistle-blowing and 
Steady rhythm of ding along 


World War atmosphere wel, 
and thore's a great sonso of 
realism throughout — the 
game. But the probl m with 
The Train ів the si nplistic 
arcade sequences - though 
graphically pleasin, they 
don't offer much ch ilenge, 
and the game is rath »r easy 
to complete. There's some 
incentive to try different 
routes and to beat joume; 
times, but interest will wane 
fast. 














OVERALL 71% 


и... the simplistic 


arcade sequences 
are graphically 
pleasing but don't 
offer much 
challenge...” 
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$ Gold's sister company GO! recently tied up a deal 

with coin-op manufacturer Capcom to release 

computer conversions of ten of their original games 

Side Arms marks the first of these, with the 
Commodore 64/128 version written in the US by Capcom 
themselves, while Probe Software are responsible for 
taking care of both the Amstrad and Spectrum versions, 
both of which are expected to appear very soon. 


The plan of megalomaniacal alien | second participant being able to 

оп to conquer Earth provides the fray at any time. 

latest excuse for embarking | Collection of Alpha/Beta symbol 
a mission of wanton 

ion and mayhem. 











ontally 
| scroling backdrops, and although 

difficulty are 
the beginning, the 
allen attack waves always appear 
n set pattems, providing few 
Surprises once tamilarity has beer 
made | 

Side Arms follows the recent 





available 





trend of progressive shoot ‘em 
| ups, featuring the collection of 
— — 
way. Equipment on offer inclu 

peed up/down, three-way shi 
| tat ооп, a mega bazooka launcher 
and an automatic laser cannon. А 
Complete arsenal therefore proves. 

sistible. 

Combat may be faced 



















а two player team е 




















also allows two players 
physically join forces and employ 
а powerful, multi-directional Beta. 
photon gun. 

Side Arms isn't very impressive: 
the gameplay has been seen 
before and there's nothing really 
new or particulary innovative on 
offer. The game itself is r 
year too late to 
significant impact on the п 
but no doubt the name will ive on. 















COMMODORE 64/ 
128 


Cassette: £9.99 
Diskette: £12.99 


The Commodore incarnation 
is a very uninspired offering 
- the graphics aren't 
particularly colourful or 
dynamic, and the sound 
doesn’t amount to much. 
| There's not an awful lot to 
comment on, simply 
because it's all so average 
and has been seen many 
times before. Many features 
of the original are missing 
and it doesn't really provide 
the same exhilaration or 
excitement of the arcade 
version. М you enjoy 
horizontally scrolling shoot 
"em ups, try the far superior 


IVERALL 59% 
































ТХ DATE:03 





51/116 














onverted by Tiertec, who also worked on US Gold's 
720°, Rolling Thunder has been licensed from the 
Namco coin-op and is one of the more expensive 
licenses bought recently. The conversions are both 
pleasing, and make up for the disappointment provided 
by Out Run over the Christmas period. 











Playing а herc dden attack f y five 
| "Albatros: is rei n gang with only the pistol for 
| well for a mission to overthrow a | By later levels, th 
| secret organisation controlled by | have engag 
the sinister Geldra and the 

The action takes place across 


leve horizontally, and 

















occasionally vertically scrolling 
backdrops set 3eldra's 
underworld base. The agent's 
route is littered with obstacies 
uch as crates, rocks, and piles of 
tyres, and Geldra's hooded 
d with guns and 

nually on his trai 

This opposition is swiftly 
eliminated by a couple of well 
am hots from Albatross: 
v r machine gun, until his 
ammunition runs thereatter | 


to. defen 
ombat. 





Addition 
ted 


iti 
" behind sp 
dicated by a bulle 

arrow on the wal 























| 

nachine gun 
| These 
temporary respite 





alcoves also provide a 


from the BULLET me ват 
ing carnage 133 555 
Surprisingly 

one appears the hardest, in 


s is faced by a 


the beginning of 





to master 





The Amstrad version is slightly slower to play than the Spectrum, yet harder 






ENSSRERS TIME 146 





SPECTRUM 48/ 
128 
Cassette: £8.99 


Roling Thunder provides a 
highly addictive romp 
through violence, and is a 
well designed conversion 
considering the Spectrum's 
limitations. Playability is high 
and, like many games of this 
sort, knowing the layout of 

'els help to endear its 
у. The well 
mated graphics аго 
mainly monochromatic, but 
there's а fair bit of colour 
splashed about elsewhere. 
lightly jerky, but 
vier is good fun, 
not too thxing on the brain 

‘and quite deserving of 
the sum asked. 


OVERALL 80% 


























Only slightly less appealing 
than the Spectrum version, 
| | the Amstrad Roling Thunder is 

closer to the arcade in level 
of difficulty, compensating 
for its slower overall speed, 
| | The graphics are extremely 
| | colourful, almost to the point 
‘of being garish, but both 
scrolling and ' animation 
could be better. Entertaining 
‘and challenging. 


OVERALL 78% 

















— — 
“Rolling Thunder is 
one of the more 
expensive licenses 





bought 
recently...” 
— — 













| 
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ix months ago they said ‘the nerfball has landed" and 
proclaimed a new, all-American era on the British 
software scene — but by Christmas the California 
dreamers of Electronic Arts were admitting that 

things get going slowly in this nation of shopkeepers. And 

not even boss Trip Hawkins's tension-relieving nerfballs — 
rubber sponges to squeeze and chuck – could quite cure 
the embarrassment (or the cash drain). But now Electronic 

Arts is finally in with a vengeance, following last issue's 

Test Drive and PHM Pegasus with titles like The Train and 

Skyfox Il, sequel to an earlier flight simulator. 


When the Xenomorphs attacked 
the Terran Federation many years 


are on the warpath again, you can 
guess what's going to join the 
ago, it was only the courage of the | battle - the player and the latest 
Federation Warpwarriors and the | model of battleship, Skyfox И. 
mewly-designed Skyfox warplane | А  mission-selection screen 
that stopped them. offers missions from low-risk to 
And now that the Xenomorphs | high-risk, and three informative 


* 


ZHISSION 


Vana 
prepared) for 
тегота Al 


pained. 
KS from А 





DESCRIPTION 





whizzing out of the Federation 
Starbase and off to face the 
Xenomorphs. The high-tech 
cockpit display includes the HUD 
(head-up display, used for 
targeting), navigation and radar 
‘equipment, and power indicators. 

The craft is armed with three 
main offensive weapons: Neutron 
Disruptors, Photon Pulse Bombs, 
and Anti-Matter Mines (to lay out a 


VERY LOH 
ites fron 
here they 


"ME 














nasty surprise for anyone 
following the ship). And shields 
protect it from collisions with 
enemy fire and asteroids, but 
power soon diminishes - so watch 
the energy level 

Heavy.combat often leads to 
severe damage, so finding а 
friendly starbase to refuel and 
repair is essential 
Once the mission is completed 
ог Skyfox И is blown to 
smithereens - a mission 
evaluation is made, So good luck. 
Warpwarrior. 











options: DESCRIBE tells all about 


The comprehensive menu 

each mission, LEVEL is used to 
eve ete change the difficulty level, and 
rep en SPECS gives the player 


information on the new craft. 

Butthe game proper begins with 
Skyfox И sitting in the hanger, and 
the player/pilot soon has it 





=. , thestarfield swirls around while you 
violently throw the Skyfox I| through its 
тапоешугез...” 
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he non-stop, action-packed, air combat coin-op from 

Sega is а very hot item at the moment: Activision 

have the licence to produce a home computer 

version, the coin-op is proving a financial success in 
the arcades (see COIN-OP CONFRONTATION in Issue 
Three of THE GAMES MACHINE) and the Sega console 
version is now available. A powertul product, After Burner 
looks set to blaze a considerable trail through the software 
charts this year. 


The objective of After Burner is | TheF-t4initialylooks impressive, but 
very simple: fly across enemy | thecontinuous waves of enemy 
territory on a mission of unbiased | fighters soon leads to monotony 








destruction. Eliminate wave upon 
wave of enemy fighters, avoid the 
constant onslaught of deadly 
incoming missiles and attempt to 
stay in one piece! 

Viewed from behind, the jet 
(basedon the Е-14 Tomcat) banks, 
climbs and dives through the 
numerous airborne attacks. Each 
stage takes the pilot through night 
and day flight, above the clouds, 
low over the sea and at tree-top 
height over the enemy 
countryside, 

Thecratt is armed with unlimited 
cannon shells (or close range 
targets) and heat seeking missiles 
(for use against distant fighters) 
‘Aiming is achieved via a gunsight 
Which hovers directly in front of the. 
jet. and a missile sight that 











automatically tracks individual 
fighters. 
Collision with enemy planes 


sees the jet explode in a ball of 
flame; taking a direct missile hit is 
much more spectacular as the 
plane goes into a death-dive 
spewing smoke and flames before 
ploughing up the scenery below. 

И would be foolish to suggest 
that a conversion of After Burner 
сома retain all the features of the 
coin-op, and Sega's version is no 
exception. Notable differences 
between the console version and 
the coin-op include the lack of a 
throttle control, runways to land on 
ог canyons to negotiate, and the 
omission of a continue play option. 




















SEGA CONSOLE 
Two Mega Cartridge only: 
£24.95 


First impressions of Af 
Bumer are promising: the 
game moves along at quite 
Speed and the plane sprite 
extremely close in graphic 
quality to its arcado 
Counterpart. However, the 
same thing can't be said of 
the ground features. 
Reduced to — endiessly 
repeating layers of small 
waves, trees and clouds, 
they ` quickly — become 
repetitive, diminishing 
interest considerably. The in- 
game tune is pretty feeble, 
failing to suit the action and 
proving instantly forgettable. 
‘One aspect of the coin-op 
that's been captured 
faithfully is tho level of 
difficulty: it's an immense 
task just to get through each 
stage without losing a Ме, 
Although the hydraulics of 
the coin-op are impossible to 
recreate, the omission of 
Tunways and the throttle 
control limit the game's 
appeal enormous. Afer 
Bumer, ке Out Run ie a 
mammoth conversion to 
attempt and inevitably 
suffers some way during the 
translation. On the Sega, the 
game has the speed and the 
Same style of action, but 
without the — incredible 
graphics it's little more than 
a fast and very difficult shoot 
"em up. 


OVERALL 60% 
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ega's gruesome, acid splattering and generally quite 
horrific shoot "ет up now makes its way onto the 


Sega system itself. As reported last issue, 
conversions to the 8-bit and 16-bit micros are well 
under way and look to be released around Easter from The 
Edge. The Commodore version is nearest completion and 
is looking quite good so far. More news as and when it 


arrives. 


‘Allen Syndrome takes the form of 
а futuristic Gauntlet clone, with 
simultaneous two player action as 
the heroes, Mary and Ricky, 
undertake а desperate mission to 
rescue captured comrades from 
the bowels of seven alien 
spaceships. A time bomb has 
been set on each ship so the duo 
have to rescue all the prisoners 
and escape before the current 
vessel explodes 

А major difference between this 
and the coin-op game is the lack 
of a dual player facility, whereby 
Mary and Ricky take altemate 
turns at playing the hero. 

The mission is complicated by 
the presence of horrible, acid 
































spitting creatures which look like 
extras from ‘Aliens’, who wander 
the corridors, intent on inflicting 
grievous bodily harm on Mary and 


Ricky. To even things out 
however, the heroes are armed 
with blasters, lasers, 


flamethrowers and smart bombs 
which are to be found in 
compartments scattered around 
ship. 

Initially, only ten prisoners need 
to be rescued, but the number 
increases as the players progress. 
As the last hostage is retrieved, the 
exit to the next level opens up, to 
reveal yet another alien blocking 
the way. This large mother-alien 
not only fires back but also 








Batting hard agai 


requires numerous hits befora 
exploding in a hail of guts and 
organic material 

Surviving this conflict signals 
the start of the next level with 
faster and more vicious aliens, and 
less time in which to complete the 
task. The finale awaits on level 
Seven where an enormous, 
graphically disgusting 
‘extremely ferocious mother-alien 
lies in wait 

Like Gauntlet, Alien Syndrome 
is а multi-directional parallax 
scrolling coin-op. Surprisingly, 
this has been abandoned in favour 
of push-scrolling where the next 
location slides into view as the 
player reaches the edge of the last. 


Wil our hero rescue the imprisoned 
fellow humans before he falis foul 
ol the surrounding enemy aliens? 














the venom spitting ‘end of level’ ultimate alien 


SEGA 

Two Mega Cartridge: 
£26.95 

Conversions. from. 
impressive coin-ops are 
always a risky busines 
(witness the review of Out 
Run in issue three of THE 
GAMES MACHINE) and 








the ill-suited push-scrolling 
knocks the game down a peg 
‘or two in general appeal. Tho 
graphics are a mixed bag, 
ranging from the rather basic 


aliens. The realistic death 
scream of the coin-op 
Characters has — been 
reduced to a white noise 
‘screech which really shows 
how bad the Sega sound chip 
is. As a game in its own right, 
ifs not that bad; as а 
conversion it's lost much of 
the playability апа 
atmosphere of the coin-op 
original. 


OVERALL 61% 





























REVIEWS 








fter his success in the four United Artists films, Rocky 


Balboa (played by Sylvester Stallone) gets the 
chance to parade his red, white and Бие shorts in 
Sega's officially licensed Rocky game. 


The action starts with a one or two- 
player option, where selection of 
the one-player mode begins 
Rocky's challenge for the title. 
Before a fight he undergoes a 
strenuous training session. In the 
two-player mode, the second 
person is given the chance to take 
the role of Rocky's opponents — 
Creed, Lang and Drago - and 
"here's no pre-bout training. 
Three training sessions are 
entered, each one taking place 
before a match, with the purpose 
of endowing Rocky with the 
necessary skills to beat each 
‘opponent. The objective is to 
‘quality’ from the session by 
achieving a set amount of hits 
within the time limit, The sand bag 


improves Rocky's punching 
power in readiness for his fight 
against Creed; the punching ball 
improves punching speed for the 
bout against Lang, and finally the 
punching mitts improve the 
accuracy of Rocky's punch for the. 
Drago match. Although the 
training can be skipped, Rocky will 
not be ‘energised’, and the other 
guys are likely to make mincemeat 
of him. 

During a bout, there are several 
punches available to the player 
including uppercut, hook and 
straight-on punch. The match 
consists of 15 rounds, each spit 
into three minute bouts, with a one 
minute interval at the end of each. 

Energy is displayed as two 


ritten in Japan, Zillion is one of a small group of 

original Sega console games having no connection 

with any earlier coin-op machines. It does, however, 

bear more than а passing resemblance to Ерух’ 
classic platform game, Impossible mission. An up-and- 
coming Zillion Il draws on ideas from Zillion, and there's 
also the possibility of a Zillion III within the year! 


The емі Моза Empire has 
threatened to enslave the peaceful 
Planetary System. The player 
taking the role of JJ, a member of 
the legendary White Knights, has 
to storm the Norsa labyrinth, 
rescue his friends Apple, Champ 
and Amy, and find five floppy 
disks, containing information 
necessary for the destruction of 


- the fabled weapon of the White 
Knights. 

The stronghold is negotiated via 
corridors and elevators which 
connect the base's many rooms. 
Each room contains a computer 
terminal and cylinders which hold 
useful items necessary for 
completion of the mission: key 
symbols, ID cards, Bread to 
the Norsa threat. increase Ме points and 'Ора- 

JJ is directed through the maze | Ораз’ which increase JJ's power 
of rooms, and jumps obstacles | level. 
and shoots enemy guards that Баг | Опсе sufficient key symbols are 
his way. Не carries an ID card to | collected, JJ taps into the 
tap into the base's computer | computer system using his ID 
system, and also the Zillion Lazer | card. A computer screen appears, 





EYE OF THE 





This bout has а familiar ring to it 


power meters at the top of the 
playing screen, one for each 
boxer. As each successful punch 
connects with a rival, the power 
decreases accordingly. Н 
however, the other player's energy 
в low, а knockdown punch sees 
them eating canvas and taking а 





count of ten to recover. Should 
they beat the count, another two 
knockdowns during that bout 
results in a KO, and the end of the. 
game. If the match goes the whole 
15 rounds, a winning decision is 
awarded by the judges. 


KNIGHTS IN WH 
































A frantic search to find the. 
four codes required to instruct 


requiring an ‘input command’, and 
а moveable icon is directed along 





the key symbols displayed at the 
bottom of the screen. inputting the 


the computer to open the door to 
another level 
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“The immediate 
impression of Rocky 
is that it doesn't 
look like a Sega 

game. а“, 





ITE SATIN 





The reactor wants to live, its automatic defense 
mechanisms may not ... only you are the 
difference between continuing calm or almighty 
destruction. 




















SEGA CONSOLE 
Mega Cartridge: £19.95 


Whether intentional or not, Zilion is very reminiscent of Epyx" 
Impossible Mission ~ down to the searching for and collection of 
to allow access 














symbols 
initia computer. Ifthe wrong 
sequence is entered an error 
message flashes with a request to 
му again. JJ only gets three 





ates th 





“Zillion bears more 
than a passing 





attempts before the computer 
denies further access, and the 
current ID card is lost. 

‘Only once the five disks have 
been found can the main 
computer system be shut down in 
order to foil the Norsa's plans. 


resemblance to 
Epyx' classic plat- 
form game, Impossi- 
ble Mission 
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Commodore Cassette: £9.95 
Diskette: £14.95 


Diskette: £24.95 





Atari ST 


And you may find yourself. 





The Amiga version of Test Drive 
was reviewed in Issue Three of 
THE GAMES MACHINE, and 


achieved the respectable mark of 


at the wheel of a large automobile - Atari ST 





Amiga 


Mirrorsoft's. fiendishly addictive 
Russian import makes its debut on 
the Amiga, the conversion written 
by John Jones-Steele from an 
idea originally developed in Mos. 
сом University on an IBM. A suita- 
ble Dave Whittaker soundtrack 
‘accompanies the puzzling action. 
The objective is to continually fit 
falling blocks together as they 
come to rest on the lowest part of 
the screen. Six differently shaped 
blocks appear and fall at a preset 
speed, dependent on which of the 
nine playing levels is selected. The 
player attempts to interlock them 
and form a horizontal line, and 
every time a continuous line is 
created (at any position within the 














block), the line disappears and the 
remaining blocks all move down 
One character space. The game 
ends when the the tower of blocks 
reaches the top of the screen. 

Each block may be moved from 
side to side as it falls, and rotated 
through 90 degrees by pressing 
the fire button. A block may also 
be dropped instantly by pulling 
Баск on the joystick, То help in 
planning tactics, while one block 
is falling, the next block due to 
appear is shown to the side of the 
main screen 





Deceptively simple gameplay 
resides in this very addictive 
game - Amiga screen 








6996 — unfortunately, the amazing 
graphics overshadowed the rather | hearts content with these faithful 
shallow gameplay. Atari ST and | conversions from the Amiga origi- 
Commodore 64 owners can now | nal 

ignore speed limits and crash 


expensive sports cars to their 








The main talking point of the Amiga game was undoubtedly the 
very attractive graphics, but now with the release of the ST Test 
Drive it’s a case of ‘anything you can do’. Soundis limited to single 
tone engine noises, the colour shading doesn't blend as well as 
И could and the jerky animation is practically identical. On the 
plus side, however, the road movement is smoother, slightly fas- 
torin and the disk accessing between stages has been 
thankfully eliminated. The biggest problem with Test Drive в the 
lack of gameplay: the Rock is still the same – repetitive, graphi- 
cally basic and with a distinct lack of variety and lasting chal- 
tengo. Even a novice ST games-player shouldn't find it too hard 
to get through to the end. A very competent, but ultimately unox- 
citing release. s 


ATARI ST 
OVERALL 6796 


RUSSI 


SCORE 
808459 


LEVEL. 
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track 
worth 

COMMODORE 

OVERALL 72% 











ч... it's surprising how much of the 
Amiga game has been captured in this 64 
conversion..." 


WITH 


COMMENT 
The main visual difference trom the original is that the screen 











and enjoyable puzzie 
From then on there'll be no stopping you from returning to It time: 
and time again. 





“The blocks have 
been given an 
isometric perspec- 
tive which makes it 
slightly more 
difficult to judge 


p Goma erst where they'll 
may vary in presentation but land..." 




















wun from this fast moving authentic drag racing 
imulation. 
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DAN DARE || 


Virgin Games 


Commodore 64/128. 
Diskette: £12.95 
Cassette: £9.95 


Dan Dare Il allows the player to 


Го 5 


м тър 


VERSION UPDATE 


WAR IS WELL 


PLATOON 
Ocean 


Spectrum Cassette: £9.95 
Diskette: £14.95 





THE DEBUT release of Platoon on 
the Commodore 64 earned it 92% 
in Issue Three of THE GAMES 
MACHINE, and now Choice 


Software delivers Ocean's 
Vietnam film licence оп the 
Spectrum. 


The five sections of Platoon pit 
the player, an American ‘grunt’ 
soldier, against enemies on both 
sides: the communist Viet Cong 
and the crazed American Sergeant 
Bames. The gameplay ranges 
from straightforward shooting to a 
demanding, mappable arcade 
adventure set in tunnels bored by 
the Viet Cong troops, 

Choice Softwares Spectrum 
Platoon team consists of S Pearce. 
and Diyttie; David Whittaker 
helped out with the music and 
sound effects. (Choice is also 
responsible for the Amstrad and 
16-bit — conversions)  128K- 
Spectrum—-owners get the entire 
game in one load, but 48K-owners 
have to endure three loads. 
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take the role of either steely Dan or 


his deadly enemy, 


Mekon. 
The Mekon' 


2 





the sinister 


ip, which is once 


again threatening Earth, houses 
deadly Supertreens enclosed in 
Plexiglass life-support bubbles. 
Depending on which character the 
player chooses, the mission is to 
either destroy all the Supertreens 
before each of the four levels of 
the ship self-destruct, or activate 
their Ме support control boxes and 
jettison them into space, out of 
Dan's clutches. in both cases, all 
Supertreens must be dealt with 
and each level evacuated betore 
the irreversible explosion takes 
place. 












































860—666, 
C 

















COMMENT 


The speed of movement in 
Dan Dare | is very impressive. 
Whether you play the Mekon 
or Dan, the animation of the 
sprites on their little booster 
scooters is realistic, slick 
and glitch-free; in fact, visu- 
ally, Dan Dare || is extremely 
neat. The game is played at a 
hectic pace (if you want to 
get anywhere) and, although 
lacking a little in depth and 
backdrop variety, it's involv- 
ing enough 'and has 
sufficient enticement 40 
ensure a good slice of addic- 
tion. 





























Atari ST Diskette: £14.95 
Originally released on the 
Amstrad, Warlock now makes the 
journey onto the Atari ST through 
в coding prowess of James 
Hawkins and the graphical skill of 








Amstrad Cassette: £9.95 
Diskette: £14.95 
Digital  Integration's latest 


release simulates one of the fas. 


LL HAVE A SL 


— 





Tahir Rashid. But does it spell 
success for The Edge? 

For once, the player is the bad 
guy - Doomlord, Warlock of castle 
Doomrock. The Forces of Good 
have invaded Doomrock and are 
attempting to oust Doomlord from 





test and most dangerous Olympic 
Winter Sports — the Bobsleigh 
Run. Starting off on the amateur 
circuit with the minimum of spon- 
sorship money, it's up to the player 
































EIGH PLEASE, BOB| 


his castle forever. To evict these 
unwelcome quests, Doomiord 
searches his castle's many rooms 
{or the ultimate weapon, known as 
the Orb of Power. 

To defend himself, the Warlock 
uses magic missile spells to 
destroy the vile creatures of Good, 
which wander the corridors of the | 
castle. Fighting and movement 
costs energy but is simply restored 
by eating food. When all strength 
is lost, so is the Warlock. 




















to participate and win races in a 
bid to become best bobsieigh 


view, the player controls the b 
as it thunders down six ice tr 






team in the world. Cash is con. 
stantly required for improving the 





Hairpin bends, sharp corner 
high-speed straights provide 


and 
the 





bob, training the team and repair- | challenge, but time is the real 
ing any damage taken during а | enemy and only by beating the 
run. Winracesto gain sponsorship | qualification times can the player 
money while avoiding bankruptcy. | work through tothe Olympic series 





itselt 


Using a first person 'cockpit 








 Bobsieigh is an enjoyable game to play. Racing down the ice runs 
is great fun and probably as realistic as could be expected (who's 
‘ever been in а bobsleigh?). The six tracks with their different 
danger zones and tricky corners add a good deal of variety to the 
game and the increasingly faster times make this 
по pushover. The sensation of racing works quite well, although 
the tracks are graphically basic with vector graphics providing 
the 3D track display. Reaching the finish is quite easy, but beating 
the qualification times takes considerable skill and a large chunk 
ot nerve. Striking a balance between careful cash management 
‘and skilful bob riding is the secret to success in Bobsleigh and the 
Load/Save feature is a welcome addition. Fans of the Cresta Run 
should enjoy this game but like most sport simulations, it can 
only have limited appeal. 


AMSTRAD CPC 
OVERALL 72% 








‘Fans of the 
Run sho: 
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FLYING SHARK 


Amstrad 


Cassette: £9.99 
Diskette: £14.99 


Firebird's conversion of Тайоз 
| coin-op has now arrived for the 
Amstrad CPC range. The Spec 
trum and Commodore versions 
were fully reviewed inthe ast issue 
of THE GAMES MACHINE, and 
| Amstrad Flying Shark has the 
same storyline and features. The 





| 
GUNSHIP 
Microprose 


IBM РС Diskette: £34.95 | the latest version of this remarka- 
ble fight simulator. For facts fans, 
the PC version was used in the 
Microprose AH-64 Apache 
Simulator at last year’s PCW 
show, proving a star attraction at 
the show (alongside "Wild’ Bill 
Stealey himself 


Microprose's highly acclaimed 
АН-64 Apache simulator has been 
around on the 64 for some time 
| and has recently met with similar 

praise on the Spectrum. PC own 
ers can now take to the skies with 











JUST WHEN YOU 
THOUGHT IT 
WAS SAFE 
TO GO BACK — 
INTHE AIR 











Amstrad-owning fans of 
arcade original, it comes 
highly recommended, 

шин even for those who don't 
know the Taito game, It 
mission objective is simply to fly | | should stil prove tobe one of 

‘over a vertically scrolling enemy || the better blasts on the 

landscape and shoot everythingin | | Amstrad. 

sight 
AMSTRAD CPC 
OVERALL 80% 

—— —— 
— 


“For Amstrad-own- 
ing fans of the 
arcade original, Fly 
ing Shark comes 
highly recom- 

mende e 
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GIFT FROM THE 
GODS 


| à COMMENT 





а scenes, which add more to the proceed- 
ings. Playing against the computer alone can become 
rather annoying as you begin the game with four characters at 

Atari ST Diskette: £19.99 | Gods - Apollo, Hermes, Hecate | | the lowest the mutation scale, while the computer's 
Amiga Diskette: £19.99 | and Aphrodite - to determine who | | team of some the best and most powerful characters. 
Onghally released on the ВВС, | is the wisest. Taking these divine | | Powerplay в a worthy game, with some humour in the character 


Sree ore and Amstrad, Pow. | roles, up to four players may par- | | animation, but it tends to lack excitement and can only be 
рву в somewhat akin to an | ticipate, the objective being to | | enjoyed to the full when be: against e mond она Aper 


SRi fom of Trivial Pursuit. it's | accumulatepointsandstrengthby | | from that, it's graphically ‘sonically dull: the sound 
anciens between. four Greek | correctly answering the questions | | effects don’t amount to an awful lot and are practically identical 
on both Amiga and ST. 








posed by Zeus. With every 25 za ^ 
Points scored, players have the * 

Opportunity to mutate тоа more | "It's а contest betw- 
— —— wich | een four Greek Gods 
Improves their chances in a спа 

lenge where two players attempt | — Аройо, Hermes, 
to answer a randomly selected | Hecate and Aphro- 


‘question the fastest. The losing 
characteris mutated down a | dite — to determine 





| grade, and if already at the lowest who в the 
level, becomes скреюа from the " 
| game. The winner i the first one o wisest... 
eradicate all opposing players " EE 








ENDURO RACER 


Atari ST Diskette: £14.99 | obstacles, pull wheelies, swerve road in particular 
round rocks and ug the track па | | smoothly, with the sensation of hills and dips in the track. 
The current line of Sega coin-op | bid to cross the finishing line first. | | to the game's authenticity and appeal. David Whittaker's 
Conversions continues with the | Each stage has to be completed | | are enjoyable and add a lively note to the game. Among: 
Atarí ST release of Enduro Racer, | within a set time limit if the player | | options available to the player (including a superfluous 
thedirtbike racing game program- | is to qualify. Collisions with other | | game-screen to disk facility), the ability to change the mouse 
med by Giga Games, with | road users, rocks on the course or | | response speed is a welcome extra. There's littie difference 
graphics by Focus and music by | obstacles оп the roadside tem- | | between mouse and ‘control as they both work well, but 
Accomplished 8-bit musician, | porarily halts progress, wasting | | unfortunately, even: the high level of gameplay and wealth of 
David Whittaker Valuable seconds. Make it through | | options, it's all far too easy. The course is undemanding, doesn't 
"Take control of a dirt bike in a | to thenext stage and atime bonus | | contain enough 
race against the opposition | isadded, Later stages inciudenew | | can go through other bikers. The lack of serious challenge is a. 
| (oug те different scenic | hazards such as rivers to be | | major flaw in what is otherwise a reasonably polished game, 
stages; use ramps to jump over | jumped, bushes on the course and 
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ATARI ST 

OVERALL 5296 
the appearance of cars on the | ПИ ПИШИ 
track m 

Enduro Racer has had some- The lack of serious 


thing of a mixed history on the | challenge is a major 
home computer front: the Spec- 














trum version proved amazingly flaw in what is 
faithful to the coin-op despite the | otherwise a reason- 
colour restrictions; the Amstrad 

version although good, was little ably polished 
improvement over the Spectrum game.” 

game, and the 64 version was an 

Unmitigated disaster — — 
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Atari ST Diskette: £24.95 





F-15 Strike Eagle was originally 
released on the 64 and the Atari 
B-bit series over three years ago. 
Atari ST owners have had to wait 
slightly longer for their version to 
appear, but it’s here at last – was И 
worth the wait? _ Converted by 
Digital tilusions, Е-15 Strike Eagle 
was originally designed by Sid 
Meier, а name familiar to Micro- 
prose fans as the designer of such 
previous Microprose products as 
Silent Service, Solo Flight and 
Gunship (reviewed on the PC in 
this issue). 

F-15 Strike Eagle takes the 
player through eight missions over 
‘enemy territory, engaging fighter 


Amiga 


Enter the platforms and ladders 
world of Dark Castle — it you dare. 


Diskette: £24.95 











joumey through dungeons, 
laboratories and caves, fighting 

rats, bats and magicians until you 
eventually come face to face with 








змей 1 








jets, avoiding incoming missiles 
and bombing airfields, SAM sites 
and other strategic targets. Each 
mission is set in а different region, 
from missions over Iraq, Vietnam 
and Syria through to modern day 
missions over Libya and the Per- 
sian Gulf. 













waiting 

being especially high for 16- 
bit conversions. What а dis- 
appointment then, to see the 
Atari ST conversion contain- 
ing little in the way of 
improvements over the origi- 
nal 64 game. The enemy Migs 
are now solid graphics, 
there's a mouse 

‘option and the speed is obvi- 
ously somewhat quicker, but 
ifs still the same, rather 
basic, air combat game of 
three years ago. The omis- 
sion of terrain features, leav- 
ing just the plain horizon, is a 
major mistake considering 
what the ST can do. Much 
more was expected of the ST 
version than this, and to be 
frank, F-15 Зико Eagle has 
not been worth the wait. 


ATARI ST 
OVERALL 39% 


EES 

















WHITE KNIGHT 
AKES BLACK’S 
CASTLE 


the ultimate challenge: the Black 
Knight. 

Initially, rocks are all you have to 
defend yourself with, although 
magic weapons and elixirs are 
scattered throughout the game to 
aid your efforts. 14 zones of lad 
der-climbing, rope-swinging and 
rock-throwing must be Success. 
fully negotiated before the Black 
Knight himself can be tackled. 


“The stereo sound 
soon becomes 
annoying as bats 
flap, rats squeak 
and whips crack 
endlessly, urging 
the player to go for 
the volume con- 
trol..." 




















REVIEWS 





Atari ST 





Diskette: £9.99 


је for Players. Origi- 
ased last year for the 


mean fighting machine, being sent 
the evil Crax Bloodfinger's 
encampment 0! 


dung 
rescue six world leaders. 
The action is viewed from the 
side, as Joe explores the flick 
Screen base in search of the cap- 
tives while overcoming the guards 
with his semi-automatic machine 
gun. The stronghold is protected 
booby-trapped explosives, 
which are deactivated by 








sembling the access code. 
any objects are scat 
around the complex, the mc 
useful being extra ammuni 








food supplies and an an enemy 
uniform, allowing Joe to wander 
freely around the dungeons with: 

atten. 


out attracting the guards 
tion. 


COMMENT 


Blade has converted 
exceedingly well to the ST 
with a good line in graphics, 
which follow the almos! 
humorous approach of its 
predecessors. Retaining its 
simplistic shoot-and-search 
approach makes it an 
enjoyable game to map out 
and complete relatively 
easily. 






















ATARI ST 
OVERALL 72% 





TFLYING AXE 


| 
| IBM PC Diskette: 


The АН.64 Ар 





ТОМАНАМК 


Digital Integration 


£24.95 


che helicopter 





and Tomahawk \ 
appearing on tho 











trum in late 


mediate success. Its high qual 
ity sensation of flight, fast-moving 
wireframe graphics and incredible 


realism made up for the lack of 
challenge in the missions, 


and 





Atari 800, Amstrad CPC and PCW 
versions. The latest addition to the 
Татіу was written by M боовеу. 









"titt 
jj: 
iba 


| 











“Tomahawk іѕ по 
major improvement 
over the original 8- 
bit versions” 























COMPETITION 





FIGHT 
YOUR OWN 


ROAD 
WARS 


20 COPIES OF 
MELBOURNE 
IHOUSE’S NEW 
ARCADE 
ICONVERSION UP 
FOR GRABS 











Hot from the Arcadia coin-op comes whizz it off to: ROAD WARS COMP, 
Road Wars One or two payers quide THE GAMES MACHINE, PO BOX 10, 
ОКОМ, SHROPSHIRE, 578 106 
arrive before 17th March. Don't 
to state which computer you 











and blast anything 

way 
isalready availableonthe If Melbourne House produce 
Брат, and conversions for the 150,000 copies of Road Wars, of 
Commodore 64/128, Amstrad, Atari which nein every eight copies was 
ST and Amiga are imminent - and an Atari ST version, how much 
ж 20 to give away! would it cost one person to buy all 








‘Alyouhavetodoissolvethepuzzie the Atari ST versions at а 10% 
below. Write the answer on the back discount? 
of a postcard or sealed envelope and 





















THE MOST REALISTIC РООТВАШ 
STRATEGY GAME YOU CAN BUY 





9 Вт 
а 




















SPECTRUM £8.95 > COMMODORE £8.95 + AMSTRAD £8. 95 


This game also ovolloble by mail order at $8 95 per cassette Send yourchequo; 
РО mode outto DB H Games plus o large SAE, with 250 stomp attached. Please 
write your name ond address on reverse side of cheque. (72 nours delivery) 
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19, Melne Road, Stevenage, 
Herts SG2 8LL 
cm а лапад 799004». 











ADVENTURE 





ROB STEEL'S 
GETTING 
DVENTUROUS 


SPACE QUEST Il — 
VOHAUL'S REVENGE 


Sierra On-line Inc 
ATARI ST Diskette: £19.99 
AMIGA Diskette: £19.99 
IBM PC Diskette: £19.99 


еп and Roberta Williams are best known in the UK for 

their adventures, but they've been creating leisure 

and business software from an American base since 

1980. Their first game, Mystery House, was made 
known to the public via а small ad in a local magazine — 
and to their surprise and delight it eventually sold more 
than 10,000 copies. A family business was formed and 
christened Sierra On-Line Inc, With successes such as 
The Wizard And The Princess and Mission Asteroid under 
its belt the company quickly expanded. Today, Sierra 
employs nearly 80 people in very grand offices, although 
Roberta and Ken maintain a homely working atmosphere 
This month THE GAMES MACHINE features Space Quest 
Mand Police Quest from Sierra 


Space Quest И - Vohaul's | for а Не sentence of hard labour. 
Revenge follows the adventuresof | But during Wiko's forced 
sanitation engineer Roger Wilko | journey to Labion he gets his 
(the ‘hero’ of Space Quest). Wilko | chance to escape. His escorts 
в captured by the evil Sludge | have neglected to refuel the 
Моћаш, who informs him of his | hovercraft which is taking him to 
devilish plans to dump hordes of | the mining site, and after 
Me-insurance salesmen on his | spluttering over the treetops of a 
home planet — and gloats that this | Labion forest the craft coughs and 
time Roger won't be able to stop | dies, sending the two guards and 
him. The unfortunate Wilko is to be | Roger hurtling to the ground. 

transported to the mines of Labion | Luckily our hero is Saved by the. 


Face to face with the nefarious Sludge Vohaul - Atari ST screer 


ЈЕ 











а sagging mass of flesh that 
appears to have been hunan at 
one tine. Tubes and wires 
extend from his body leading 
to machines which keep hin 
alive. Suddenly, his visage 
stirs and he begins to speak. 











“Oh, great. І supi 
fuel. Way to go, 





Uh-oh, out of gas and it's а long way down. 


cushioning effect of one of the 
goon's bodies. This is where the 
adventure proper begins. 


The Sierra programmers have а 
keen eye for detail, and the 
program permits even obscura 
inputs tenuously linked with the 
current surroundings апа 
HILARIOUS Situations. The hero (who can be 

renamed by the player) walks 
Space Quest Il is hilarious. From | around each screen and can 
the opening sequence outside the | interact fully with the objects and 
space station - Roger is sweeping | creatures he comes across: h 
up and inadvertently lets go of his | may walk behind rocks, open 
broom, allowingittodnftawayinto | doors, climb trees and wade 





deep space ("That's the third one | through swamps in ап 
this week!" shrieks the supervisor) | impressively realistic fashion 
—to the conversation between the | Мов! of the screen is taken up 





two goons as they realise their 
hovercraft is out of fuel, the 
animation, text and overall 
appearance of the game had me | ormouse, and the speed of events 
crying with laughter. may be altered by the player at any 


Бу graphics of the locations and 
events. Roger's movements are 
controlled ма keyboard, joystick 





А relatively safe landing ensures that our hero may continue on his quest 
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ADVENTURE 











time (this feature is very important 
at points) 

Below the graphics window is а 
single line for text input. The parser 
is surprisingly comprehensive, 
considering the amount of 
graphics, sound and animation the 
program has to deal with. Each 
location has to be loaded from the 
disk, but the results are well worth 
the short wait. 

played Space Quest Iifor about 
five hours, enjoyed every minute 
of it and wanted more. The game 





Mindscape/Mirrorsoft 
AMIGA Diskette: £29.95 


F 


clicking questing. 


Shadowgate, once a shining 
fortress forged in the era of 
freedom and sunlight, now stands 
al but forgotten, а coid 
mouldering ruin. It is into this 
desolate and evil place that you, 
the last of an ancient line of kings. 
must venture. And it is im 
Shadowgate that you must 
confront the evil warlock lord and 
confound his dread purpose: to 
raise the titan Behemoth from its 
rest and bring about the 
destruction of your homeland. 

The adventure opens at the door 
of Shadowgate, and the first 





is warn 





The green sline 


в vast, and the creature in the 
swamp prevented my progress, 
but when the pressure ol 
deadlines has faded а ittie | will 
retum to this adventure and 
attempt to thwart the plans of 
Sludge Vohaul 


— — 
ATMOSPHERE 93% 





INTERACTION 96% 
OVERALL 95% 
— — 





гот the award-winning creators of Deja Vu and 
Uninvited comes another 
graphic adventure. Icom Simulations Inc, Mindscape 
and Mirrorsoft once again join forces to bring the 
game-playing public another masterpiece of cursor- 


icon-driven interactive 


problem is discovering how to get 
into the place. Once you re inside, 
the puzzles and instant deaths 
come thick and fast although the 
recurring problem is maintaining a 
light source for yourself — moving 
around in the dark is detrimental to 
one's health. Fortunately there are 
ample torches lying around in the 
first few locations. 

‘Shadowgate is very attractive to 
оок at and interesting to listen to, 
if alittle embarrassing - the whole 
office can hear when you've died 

or the fifth time in an hour. And 
indeed there are too many instant 











deaths. Almost every location 
contains a deadly trap which can 
mean starting the game 

True, some of these traps can 
be avoided with а little logical 
thinking, but most are hit and miss, 
even bordering on the unfair 
Helptully, there's a save facility, 
but those regular deaths are 
tedious. 





WORD POWER 


The screen layout is very neat. Тор 
left ва graphic of the current 
location and visible objects; top 
right is the command box, which 
includes words like EXAMINE 
OPEN, SPEAK and OPERATE 
OPERATE is interesting — 
coupled with ОРЕМ i 
encompasses almost everything 
one can do with objects or 
creatures found in Shadowgate. 


For example, keys need to be 
OPERATEd on doors to unlock 
them, and you must OPEN 
creatures to discover what they're 
carrying, 

Moveable items displayed in the 
location window can be dragged | 
into the player's inventory window 
(situated below the command box) 





as long as they're not too heavy 
and the player isn't already 
overloaded. 


To the right of the inventory is 
the exit window which displays all 
possible ways out of the current 
location. And at the bottom of the 
screen is the text window, with 
messages concerning locations 
and events. 

Commands are input via th 
mouse by moving the cursor and 
clicking on the desired command, 
such as EXAMINE, and then on the 

















chosen object. in some са 
doub ing on the object 
alone do the trick - the 











trip and 
you die, 
graced that you 
in battle 


vou 
RY 





Examine |)" Close || 
Operate бо НИ пари 


is very thick 
to the touch. 


and 





didn't 


— 
ou feel? . 


program understands that И you 
double-click on a closed door you | 
probably want it opened. This also 
works with EXAMINEing some 
objects, CLOSEing opened 
containers or doors and GOing 
through exits. 

Shadowgate is enthralling, 
exciting, interesting and extremely 
frustrating. In one location, with 
Several closed coffins, the 
atmosphere is so strong that 
Opening each coffin becomes 
literally a test of nerves — you know 
that death may lurk inside any of | 
the caskets. 

An adventure which can evoke 
that kind of emotion within the 
player has to be a winner 
regardiess of how many instant 
deaths one meets. Shadowgate 
stands proudly beside Из 
successful predecessors, Deja Vu 
and Uninvited, perhaps even a 
couple of inches taller. 











— — — 
ATMOSPHERE 87% 
INTERACTION 86% 
OVERALL 87% 
— = 
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Sierra On-line Inc 
ATARI ST Diskette: £19.99 
AMIGA Diskette: £19.99 
IBM PC Diskette: £19.99 





n 1984 Sierra launched its innovative King's Quest, 
| the '3-D animated adventure дате 


It was the first 


American program in which the main character could 
be manoeuvred through the graphics in a three- 


dimensional perspective. He could travel from one screen 
to the next, and in and out of objects; if the player typed 
BOWTOKING the character would carry out the 
command. King's Quest was typical of this software 
house's creative thinking. Sierra began programming 
when the home-computer industry was fairly young and 
intends to remain an imaginative force in the adventure 
world with releases like Police Quest and Space Quest И, 
all the way through to the inevitable introduction of 


interactive video disks. 


Lytton’s police department is 
responsible for keeping the peace 
in the small community, and 
protecting its people and their 
property from crime. Officers must 
perform in a professional manner 
at all times; they must be 
overflowing with common sense, 
organisation, neatness, loyalty 
guis, honesty and self-control. 
Uniforms must be clean, shoes 
shiny, socks matching, holes and 
patches invisible. 

Soit'snot every adventurer who 
can be one of these ‘blue knights 








and generally making the streets 
unsafe for Joe Public. 

It's up to the player to prove that 
he's а good enough cop to go 
undercover, weed out Death 
Anges gang and bring the 
racketeer to justice. Make one 
mistake, lose a suspect or make 
an arrest that won't hold up in 
court and your chance to get this 
master criminal will be lost forever 
— or at least until the game starts 
again. 








A clean cop is a happy cop. 


typing commands in my fits of 
laughter. 

But there's a real adventure too. 
Police Quest includes more than 
100 city streets to explore using 
the patrol car. The idea is to drive 
lo various locations (a map is 
provided with the packaging) and 
at each one walk from screen to 
screen. The car can also be used 
for high-speed pursuits. 

Зета adventures are biased 
toward graphics rather than text 
descriptions — and most of the 
Police Quest display is the action 


and the speed can be altered at 
any time. 

As with all Sierra's recent 
adventures, the parser can deal 
with most likely inputs, and 
interaction is very good. The car is 
tricky to control at first and the 
sound lets the game down slightly. 
but Police Quest is a large 
adventure with more than one 
solution and should keep even 
hardened — text-only-adventure. 
players amused and involved for 
quite some time. 


— — — 
and tackle Lytton's growing crime ОМ PATROL window. The player is а little figure 

problem: an емі mastermind, who walks around te many | ATMOSPHERE 89% 
Dubbed Death Angel bythe media, | Humour is everywhere in Police | screens interacting realistically RACTIOI 

is creating havoc im the | Quest, and it hits my funny bone | with people and objects. INTE! N 93% 
Community" trafficking drugs, | right on the chuckle button — аз |" Control of the main characteris | OVERALL 92% 

planning robberies and murders | with Space Quest И | had trouble | via keyboard, joystick or mouse, | И 
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в 
PAW RELATIONS? | 


















Vou are standing at a juncti 
nderneath a battered old bu 
ox sign. To the north а pa 
eads to your uncle's house 
he road runs eastuard to 
rockham-bu-Sea. 
ex alco 
ћ В». 





Most budget adventures are written with a utility such 
as Incentive's Graphic Adventure Creator or Gilsoft’s Profes- 
sional Adventure Writer, so they're usually very similar and 
often full of glaring mistakes and omissions. But there's 
still quite a following for 8-bit budget adventures, and 
indeed every so often a good one appears. 

This is the first of what I hope will be many glimpses 
into the twilight zone of budgets. Remember that the 
overall percentage given at the end of each review takes 
into account the low price. 
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АОУЕМТОВЕ 





REALITY 


Visual Dimension: 
SPECTRUM Cassette: 


А two-part adventure, Reality 
Hacker concerns a teenage boy 
called Tim who tries to break into a. 
bank's computer system and add 
а few noughts to his personal 


account. 
Part one is the quest to find the 


5 
£2.99 





Powerplay 
‘SPECTRUM Cassette: £2.99 
Perhaps the less said about these 
two the better. 

In НЯН the player has mista- 
been sent the Queen's giro 
— but luckily he's a bit of a 

and decides to deliver И to 

Majesty in person. 

The player comes across Prince 
Diana, Prince 


H 


Visual Dimensions 
‘SPECTRUM Cassette: £2.99 
The hero's name in A Holiday To 
Remember is Malcolm Wright- 
Nutter — but | resisted the tempta- 
Хоп to leave such а game on the. 
shelf for the rest of its natural, and. 

in 

| transpires that Malcolm's 

Jess-than-normal uncle has invited 








HACKER 


village he must avoid his parents, 


HRH/CUDDLES 
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OLIDAY ТО 
ВЕМЕМВЕК 


ii 
it 
l 
i 





A HARVESTING 
MOON/FAERIE 


SERCIRUM East: £2.99 


and Dad and stop a strange 
psychic disturbance spreading. 
The first problem with A Har- 
vesting Moon is that many objects. 
in it can't be EXAMINEd. Things 
placed around the game suggest 
they should be looked at more 
closely – the pavilion in the middle 
‘of the maze, the litter bins and the 
scarecrow, for атре ~ but no 
extra information is given (except 





FLASHBACK 


Visual Dimensions 
AMSTRAD Cassette: £3.99 
Flashback was written using GAC 


and gives the player а race against 
time to save an 18th-century man- 


“luckily is open ай night’, the very 
obscure ‘use the boomerang 10 
get the key’ puzzle, and some 
logical directional moves (going 
north from а particular location 
does not necessarily allow a move 
‘south to return). 

And the program behaves very 
oddiy, crashing and flashing at 
regular intervals and informing you 
that previously accepted inputs 
were invalid, | lost interest quite 
Quickly and loaded up another Vis- 
ма! Dimensions game 


that the scarecrow is made of 
straw) after an EXAMINE attempt. 

This means a lot of guesswork 
оп the player's part as ће tries to 
figure out what the writer wants 
him to do with these elements; and. 
because the parser is so small it's 
no fun. The graphics are typic 
"add nothing to the game" mal. 
erial, and the whole adventure is 
rather on the silly side. 

Life without my fictitious parents. 
soon ook over 
finding them again as the screen 
went blank. 

On the reverse side of the cas- 
sette is a very old adventure called 
Faerie, This is full of magic, mys- 
tery and frustration and deserves. 
to be given away tree 





But like so many utilty-created 
programs Flashback is bugged 
Some EXAMINE inputs are replied 
to with "ОК and nothing more, 

ich is intensely annoying. And 
within the first few locations | 
found a Бай of string in the man 
‘sion—and after trying to do various 
things with it discovered the prog- 
ram doesn't understand the words 
"рай" or 'string ... odd. 

it was then that | discovered the 
refrigerator and the error message 
that appears when one inputs 
EXAMINE IT (it refering to the 
fridge). And that was enough 

WVisual Dimensions can ron out 
the bugs, the three parts of 
Flashback should be worth the 
dosh. But couldn't get far enough 
into this flawed version to give it a 
percentage. 








TGM TX DATE:03-8871/116 










| 
TAKE TO THE SKIES! _ 


| 


FIVE DAYS OF GLIDING LESSONS ON OFFER 
FROM ARGANA 


PLUS 10 MULTI-LINGUATL COPIES OF POWERPLAY 


COMPETITION ON. | 


ACROSS 
5 An Indian religion (5) 











8 Sue-Elen's underwear (8) DOWN 
Jever (5) 
9 Well dressed and о) : 1 Tells the time to beat it (5) 


the law (8) 
40 One who breaks 2 Appears in Powerpy 
Olympus (5) — 












41 Dark hardwood (5) , 
3 Forever in blue jeans (5) 





14 ‘on the Piste (3) 


" 4 Jill, say hello 
46 Mexican spice (6) Control "ео before taking 


й же » 
47 Liquid roc! á сауд Tii incapable of 
48 Disc trekkin' s 
20 Tasty sea creature [2] rk a Ed disturbed in the ~ 
orator (8) + 
24 Religious GR Ја Angels messed up in the 
25 One with the Abbey № ime hub (8) 
n game (4,4) te qu 19 On top for whales? 
а next З +2 
26 Arcana’s ne guts = 14 Mister after Knighthood (3) 
27 Between red а! й 15 Little devil? (3) 





19 An American giri 
continent (6) _ 91 on the 


~ 21 Stop! Shortly on video (5) 


22 Disorder in the middle of j 
the Cha Cha oscillations (5) A 


e 2 E 23 Push the media hard (5) 











Arcana's Max Taylor recently 
visited the TGM offices and 
very kindly offered to give 
away ап amazing competition 
prize to celebrate their two 


Why? Because he thinks our 
magazine and it's readers 
deserve only the best! 

‘And what is the prize? Well, 
it's a full five days of gliding 
lessons. This week of thrills 
{but hopefully no spills) will 
take place in April when the 
Gliding season starts, and 
includes food (which must be 
kept down at all times) and 
accomodation. However, 
before the course ensues, the 
winner will first be given a trial 
flight in a glider just to make 
sure there аге no problems 
with vertigo, air sickness or 
fear of dying. If everything 








works out OK, they'll be 
packed off to their local gliding 
club for five days intensive 
training. It doesn't end there 
however - once the five days 
are over the winner will be 
offered a whole years mem- 
bership to his/her local club! 

Arcana are also giving away 
to ten lucky runners-up a very 
rare copy of Powerplay (Atari 
ST and Amiga formats only, 
please state clearly which 
machine you own) which 
incorporate multi-lingual 
questions. These versions are 
not available in the UK, so not 
only will you be the proud 
owner of a collectors item, 
you'll also be able to brush up 
‘on your German whilst playing 
a very good дате. 

All you have to do to gain а 
chance of winning one of 


these prizes is correctly com- . 


COMPETITIO 


plete the crossword below 
and, as a tie breaker, think up 
an interesting, witty and even 
amusing question for Pow- 
erplay. The winning entry will 
be chosen by the Editor. 
Photocopies of the crossword 
are perfectly acceptable 
Should you not wish to deface 
your copy of TGM. Entrants 
under the age of 18 will require 
their parents consent to take 
advantage of the first prize. 
There'll be no solo flights dur- 
ing the five day course, and no 
person under the age of 16 is 
allowed to fly solo. 

Please send your entries to 
ARCANA COMPETITION, 
PO BOX 10, LUDLOW, 
SHROPSHIRE, SY8 1DB to 
arrive before March 17. Our 
standard competition rules 
apply — if in doubt check out 
the masthead. 





TGM TX ОАТЕ:03-8873/116 








ecc 








Boba Fett, the most notorious 
‘bounty hunter in the galaxy, wears. 
the garb of а Manddonian Commando. 
shock troops wiped out by the Jedi 
Inthe Clone wars. 











t's а mixed bag this month — West End Games. 





ave followed up. 


their excellent second edition of Paranoia (reviewed last issue) with 

the Star Wars RPG. A disturbance in the Force tells me it will be 

another hit. And from Games Workshop there's The Judge Dredd 
Companion and the rather disappointing Dungeonquest. 

An appeal to readers: what do you play? If there are particular games 

you'd like to see featured, write to me at THE GAMES MACHINE and let 


me know 


Role-playing rules апд 
background book 

West End Games 

Both hardback, 142pp each, 
£9.95 each 


Do you long to be out there 
amongst the stars, flying an X 

wing fighter, wielding a light sabre. 

heroically ‘batting for truth. 

honour, freedom and ridiculous 
hairstyles throughout the galaxy? 
Иво, West End Games have just 
the thing for you — here at last, а 
‘mere 11 years after the first movie, 
is the Star Wars RPG, and it's a 
beauty. 

Take the role of a minor Jedi, 
smuggler, Wookie or bounty 
hunter and fight with the 
resistance against — Imperial 
tyranny in true starbuckling space- 








The rules system is unlike any 
I've seen before. The first surprise 
is the — character-generation 
procedure - по dice rolls! A player 
chooses one of the 24 ‘character 
templates’ provided – ranging 
from everyday smugglers and 
pirates through various types of 
alien to Jedi - and this specifies 
the character's starting abilities, 
equipment and general 
background. 

The player then customises his 
character, allocating limited points 
to improve chosen skills. And then 
the adventurer is ready to leap into 
action. 

It's a very neat system – the only 
drawback is the limited selection 
of character templates. But these 
do cover most of the likely heroes 
and heroines of a Star Wars 
adventure, and if your choice isn't 
provided it's easy to design а new 
template to suit. And The Star 
Wars Sourcebook extends the 
choice with stats for several new 
aliens. 

The strongest feature of the 
system is the rules for using 
character skills. Each ability or skill 
a character can use is given a dice 
code – "30 +1', for instance. You 











start with dice codes given on the 
character template, and they can 
be improved by successful 
completion of an adventure, 

To attempt to use a skill the 
player rolis the number of six 
Sided dice indicated by the code 
three, in the example), adda any 
extra amount (in this case, one) tc 
the score, and hopes to have 
Scored higher than a ‘difficulty 
number’ specified by the 
gamemaster 

Difficulty numbers range trom 
as low as five for a very easy task 
(fring a blaster at point-blank 
range, or turning a comer in a 
Landspeeder at moderate speed) 
up to perhaps 30 for the near 
impossible (firing a blaster at long 
range at а storm-trooper in deep 
Cover, or hitting an exhaust port 
while ‘flying your fighter at great 
Speed down a trench) 

Various factors affect the dice 
code as play goes on - a wounded 
character loses one dice roll, and 
attempting 10 perform several 
actions at once reduces the code 
for each by a number of rolls equal 
to the number of extra actions, 
This зу mely easy 10 
use in play, both for the players 
and for the GM ~ there are no 
lengthy discussions ^ about 
interpretation to slow things down 
- and yet has sufficient scope to 
handle almost anything, 

The combat system has an 
elegant simplicity, too: character 
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are either unharmed, stunned, 
wounded or incapacitated. 
There's по fiddling around with hit 


points 

The philosophy of the Star Wars 
game is that player characters 
should behave heroically and 
stand a good chance of surviving, 
and to encourage this each 
character starts out with a ‘Force 
point’. This can be used at a critical 
moment in an adventure, and 
represents ‘trusting to the Force’ 
For the duration of the round in 




















which the point is used, all the 
character's skill codes are 
doubled, 





So the Force point mea 
Solo really can dodge the fin 
Storm-troopers as he runs for the 
escape hatch, and gives players 
the chance to pull off some 
impressive stunts — doubled skill 
codes make it easy to perform 
many skills at once. 
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D STRIKE BACK 


DUNGEONQUEST 


rulebook opens with a short 
section for the players; 14 p 
are all you need read t art 
and they include a short s 
adventure to introduce the basic 
game concepts. The bulk of the 
book is taken up by the GM's 
jection, which details the rules 
ystem and provide 

and tips 


get your players started. 
k is rounded off by а 
ection with 
and character tem 
and the whole i 
ome entertaining 
artwork - including a recruitme 
ter for the Imperial Navy! 
ut the background inthe 
rulebook itself is sk data on 
a few standard types of starship 
and топ al about 


want to run adventures in 
rately-detalled recreation 
Star War зе you'll 
е Star Wars Sourcebook, which 
в packed with information on 
droids, меа ns, Starships 
and the like 
the  Sourceboc 
though, you'll have to improvise 
lot to recreate the universe of the 
movies. Most notably, there are. 
star maps or even remotely 
'omprehensive lists of planets 
Stil. West En 
Wars set is the best 
iight-h 
ying. The rules are 
beautifully simple, and with only 
minor changes could suit almost 
any science-fiction universe. And 
though the books are a little pricey. 


the simplicity of the rules means 
only the GM really need have а 
Presentation is excellent — 
though it's annoying that neither 
has an index — and if the tw 

now imported from th 

5, were ever printed in the UK 

the prices would probably come 


the whole, the rulebook 
excellent whether you want to play 
ar Wars universe itself or 
use it as the base 
Th 


light sabre in hand, he delves deeply 
into the Star Warsrole playing books, 
bravely enters Dragonquestto do 
battle with an old flame and 


Board game, 1-4 players 
Games Workshop £14.99 


Dare you enter the 
Dragonfire Castle? Dar 
traps, monsters and | 
pits and finally tace 
dragon itself in y 
ure? Dare yc 
|geonquest 
ake the dragor 
awake yourself 
Dunge 
fantasy board ç 
One to four player 
can be playe 
control of a s 














ROLEPLAY 








female adventurers, | say!) and 
venture into the uncharted ruins of 
а long-hidden dungeon in search 
of treasure. A compelling scenario 
indeed 

Ви despite the соту dungeon- 
bashing setting, Dungeonquest 
gives а very favourable first 
Impression. The components are 
high-quality and plentiful ~ there 
аге glossy and atmospherically- 
illustrated counters and cards, and 
ап easy-to-follow rulebook with a 
sensible pull-out reference 
section. 

Prettiest of all are the 115 ‘room 
tiles’, each of which illustrates a 
single section of the dungeon. The 
map is built up from them as the 
дате goes on - so the dungeon is 
literally uncharted when play 
begins, and every game is 
different. 

After some minimal setting-up 
formalities, play proceeds briskly, 
Each player on his turn takes а 
тоот Ме and places it on any 
square of the board which is 
adjacent to his current position. 
The square - а room - may be 
harmless, but may hold a trap or a 
monster. And once the effects of 
any mishap have been resolved, 
play moves on to the next 
adventurer. 

With luck and nerve, a player 
may reach the central part of the 
map where the dragon's chamber 
holds riches beyond belief. But 
woe betide he who wakes the 
slumbering beast! 

The winner is the player whose 
character escapes with the most 
treasure before sunset, at which 
point anyone left in the dungeon is 
intor a tate worse than death. This 
imposes a strict time limit - there's 
only just enough time to reach the 
centre and return, so there can be 
some exciting finishes 10 
Dungeonquest. (А typical game 
lasts an hour or во, but the fewer 
players the shorter И will be.) 

The dungeon's hazards range 
from the lethal (a bottomless pit) to 
the merely irritating (vampire bats). 
Most of these help to slowly grind 
down an adventurer by reducing 
his Ме points- and once they're all 
lost, that’s й. 

Monsters roam the dungeon 
‘and must be avoided or deteated 
in combat, the latter being 
resolved by a combat-chit system 
similar to (but much more 
elementary than) that in Games 
Workshop's Fury Of Dracula. Most 
frustrating of all are cards such as 

‘Cave In’ по fatal in themselves, 
but likely to delay your hero by 
precious turns. 

Sounds fun? Well, it is for a 
while, and the excellent physical 
components make building up the 
plan of the dungeon satisfying in 
itself. And Dungeonquest seems 
interesting because there are 
usually several courses of action 
to choose from. But things soon 
begin to pall 

There is virtually no scope for 
player skill in Dungeonquest. А 
vaguely sensible strategy is 
‘essential, but apart from that your 
hero succeeds or fails by the turn 
ofa card or roll of adie, and there's 
very little you can do to affect the 








outcome. 

And when you reach the 
dragon's chamber, the values of 
the treasure you can find vary so 
much that one player might draw a. 
single item that beats four or more 
held by another. Dungeonquest s 
designers appear to have put a lot 
of effort into making a huge variety 
of events possible during play, but 
the randomness of Ме in these 
dungeons means theres no 
compulsion to play after the 
novelty has мот off. 

Dungeonquest wil doubtless 
appeal to the lower end of the RPG. 
market's age range, and it's 
certainly good fun for a while ~ a 
light-hearted way to round off an 
evening's role-playing, perhaps. 
Buta simple game doesn't have to 
be mindless, and Dungeonquestis 
more complex than а good many 
simple games (Monopoly even); 
30 it's a pity such an attractively- 
produced package doesn’t have 
more lasting appeal. 


THE JUDGE DREDD 
COMPANION 


Role-playing supplement 
Games Workshop 
Hardback 120pp, £9.99 

















So you think you're pretty good, 


eh, Judge? You've handied 
everything the millions of perps on 
the streets of Mega-City One can 
throw at you, and emerged stil 
tough, fair and scowling happily? 
Мей, them punks from Brit-Cit, the 
Games Workshop gang, have 
cooked up a surprise or two for 
you here! New skills for you to 
master (or for the perps to use 
against you), new opponents to 
face and page after page of the 
toughest crime-fighting around. 
Don't let your Lawgiver leave your 
hand 

Games Workshop's Judge 
Dredd - The Role-Playing Game is 
a rare and wondrous creature — a 
truly original and high-quality 
British RPG. Based in the world 
created by 2000AD's serious! 
cartoon story, it casts the players 
as Judges — each Judge is law- 
enforcer, jury and executioner 
rolled into one in the grim and 
violent Mega-City of the future. 

And now Games Workshop 
have given their brainchild a little 
more of the attention it deserves 
with Те Judge Dredd 
Companion. 

As a Judge in the game, your 
arduous years of training (starting 
at age five!) have earned you the 
right to pursue Mega-City One's 
criminals with a vast array of 
‘exciting equipment and weapons 
— the computer-guided Lawgiver 
handgun and the heavily-armed 
and _ armoured Lawmaster 
molorbike are the best-known 
You can also do lots of good bits 
of shouting: ‘Drok it!!! Hold и right 
there, perp, or you'll need both 
hands to get your legs home!” 

The game system is excellently 
suited to this fairly light-hearted 
and high-action theme; it's simple 





in play but includes plenty of 
details, allowing you to recreate all 
the equipment and skills available 
to Judges and all the criminals and 
natural hazards they must 
overcome. 

All in all, the Judge Dredd RPG 
has deserved its recent popularity. 
But it's suffered slightly from a 
scarcity of follow-up material — 
partly, perhaps, because the two 
— in the boxed set are so 
‘comprehensive. And there haven't 


been many scenarios, though 
Judgement Day was good. 
So The Judge Dredd 


Companion is welcome, i's 
attractively packaged, with iots of 
inspiring ilustrations from 2000AD 
anda string (rather unflattering) 
picture of мууейу luvverly Judge 
Anderson on the cover, Player 
hand-outs зе. thoughtfully 
consigned to a separate pull-out 
Section, saving the referee the 
Trouble of photocopying 

And the contents are very varied 
there are somerofficial new rules, 
miscellaneous background 
details, an introductory solo 
adventure for new players, and 
зоте encounter-style adventures 
(собе 148). 

There are also two full-fledged 
scenarios - Channel 9 Crime Time. 
Specialis aten-page investigation 
ideal for beginning players and 
referees, and Fear And Loathing in 
Меда-Слу One is a 34-page 
monster from the pen of Richard 
Halliwell providing plenty of deadly 
fun for players and something for 
experienced GMs to get their teeth 
into 

These two major scenarios are 
the high spots of the book, and 
Downtown — a particularly perp- 
infested region of the Mega-City 
intended for inclusion in your own 
campaigns - is a close runner-up. 

The "new rules arme less 





interesting — OK, some of the new 
Judge abilities are useful, but most 
good Judge Dredd GMs have long 
Since learnt to improvise such 
skills. You have to when 
confronted with players who read 
2000AD —'Ot course a Lawmaster 
сап clear 50 feet from a standing 
start! Look at this frame here 

The best new rule adds the 
Exorcism Division, giving players 
а chance to play ghost-busting 
Judges. Judge Dredd purists will 
hate it! 

Of the background material, a 
tourist guide to Brit-Cit (22nd. 
century Britain) provides a few 
laughs, and Pete Tamlyn's article 
on the Mega-City's more unusual 
crimes should give GMs some 
inspiration for scenarios. Oh, and 
there's a cut-out board game of 
the future sport "block ом" — 
seconds of fun for serious role- 
players. 

All in all, there's а lot here that 
will please all Judge Dredd fans. 
The scenarios are excellent, and 
the shorter code 14s can be lite- 
savers for GMs whose players 
wander off the beaten track or who 
polish off the perps after just ten 
minutes! play. 

There's also a very welcome 
element of humour throughout, 
which is essential to a game of this 
sort - | particularly like the asylum 
in Downtown (The Barry Norman 
Home For The Terminally Sarky) 
and the Brit-Cit guide's Wiliam 
Blake Theme And Leisure Park 
(‘spend up to 18 hours a day 
extracting simulated fossil fuel 

Keen Judge  Dredd-players 
won't find all the material to their 
liking, but perhaps that's 
inevitable in a mixed collection like. 
this. On the whole, The Judge 
Dredd Companion в 
recommended for any Judge 
Dredd GM's collection. 
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СЕТ INTO CRIME! 


In the late 1990’s the streets of New York are a jungle. 

You are the ice соо! leader of a gang of drug crazed 

terrorists. Your main goal is to become the richest, 
toughest and most notorious gang in the city. 


ou 
REN 
pase Ез 
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DIGITAL PICTUH 
EXHIBII 





magine six chocolate Smarties 
racing across an obstacle 
‘course, negotiating a chocolate 
pool ‘full оГ chocodiles 
{crocodiles made from Smartie 
tubes) and climbing a vertical snakes: 
and-adders board complete with 
animate reptiles. Imagine all this in 
photographic detail, full colour and 
moving smoothly. Got it? Digital 
Pictures did. But then their stock 
trade is the rendering of moving 
images by computer graphics 
images which would be expensive, 
time consuming or simply impossible 
to create by conventional methods, 
Originally based in the experimental 
department of the Slade College of 
Fine Art in London, the company was 
first instigated in 1982 by Paul Brown 
and Chris Briscoe, who were later 
joined by Steve Lowe and Pete 
Florence from the Moving Picture 


The Access advertinement features some animated Nah, дъска and this 
beautifully modelled frog on я Пу pad (courtesy of Robinson Lambie: Nairn) 


Working with a £30,000 second 
hand C330 Eclipse, their first work 
was released in the Spring of 1983 in 
the shape of an advertisement for 
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Michelin 'MX' tyres. Prepared using 
her new high resolution, solid- 
shaded animation rendering package, 
18 amazing point-of-view shots 
actually moving from within the tread 
ofthe tyre to extreme wide angle shots 
were merely ataste of things to come. 

Over the last five years, Digital 
Pictures have continually improved 


limitations of their visions, culminating 
im the Access and Yoplait Yogurt 
commercials, both of which have 
recently received awards (and the 
latter of which is soon to be screened 
in the UK — watch out for iD. 

Digital Pictures’ latest project 
provides a series of animated maps to 
lustrate the four-part BBC 
documentary, "The War in Korea’ 
Rather than rely on static or cel 
animated maps to show forces’ 
manoeuvres, Digital Pictures were 
commissioned to produce a series of 


moving icons, seen from a constantly 
shifting viewpoint. The total footage 


GRAPHICS 





Incredible depth is 
generated in these fractal 
‘mountains, by careful use of 
‘shading and colour 





At the moment, it 
takes roughly an 
hour's worth of 
mainframe time to 
complete a single 
frame 01 
animation – over 
a day to produce a 
one second 
sequence! 


One of the fractal maps 
used in the BBC 
‘documentary, ‘The Wer 
in Korea" 


Simon Rooms, and Robinson 
Lambie-Naim also provided he 
animation services of Ted Rockley 
who worked alongside the Digital 
Pictures Team of Sheila Dunn and 

‘Once a storyboard is finalised, the 
basic images are plotted as wireframe 
graphics on one of two Silicon 
Graphics IRIS (Interactive Raster 
Imaging System) workstations, The 
3031 and 2400 support eight and four 
megabyte memories respectively, 
and operate at around 0.25 mips 
million instructions per second). The 
hardware isn't particularly impressive, 
but the dedicated vector software 
make the machines extremely 
powerful tools, enabling the real-time 
animation and design of sequences 
to be achieved quickly and with 
relative ease. 

Mathematical models of threo- 
uera cti i а 

‘arrangements of standard 
polygons, or by physically inputting 
‘Spatial co-ordinates from drawings or 
solid models, which are 
commissioned elsewhere, 

The completed animation script flle 
is then ported over to one of the 
company's maintrames to be 
rendered solid in low resolution, The 
Sequence may then be viewed and 
modified as required before the 

‘smoothing, texturing, and 
shading is begun. 

The Body ol this work в achieved 
by Digital Pictures’ Data General МУ 
100005Х and MV 15000 mainframes. 
The 10000SX boasts а 24 Mb internal 
memory plus a special math board for 

ис functions, while the 
15000 has a 16 Mb memory, full 
floating point math functions and runs 
30-40% faster than the 10000. Both 
machines have access to a 12 
gigabyte hard disks on which finished 
frames may be stored prior to 
dropping down onto one-inch 
videotape or even 35mm pin- 
registered film stock. 

For the last two years, Digital 
Pictures has been part of the Molinare 
Vision group of companies, which 
includes Molinare post production 








high-quality 
generated imagery is now a well-oiled 
routine, optimised by Digital Pictures" 
structured and professional set-up at 


prior to the start of work. in the case of 
the Smarties commercial, special 
software was needed, designed by 
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GRAPHICS 


graphics department, Visions post 
production and editing facility, and 
FSI Video. Thus, Digital Pictures has 
direct, on-line access to videotape 
editing facilities, Quantel Paintbox 
hardware, telecine plus film and video 
studios, providing a complete, 
coordinated ап 

which to 
sequence: 
with 

огдед material on fiim or videc 

anything from stock foot 

ditional cel animation and ca 
using sophisticated first generatic 
digital techniques. 

The current hardware at Digital 
Pictures tops the £1M mark, but a: 
both subject matter and techniques 
become increasingly sophisticated, 
new equipment is required to keep up 
with production times. At the moment 
it takes roughly an hour's worth of 
mainframe time sing) 
frame of animation — over а day 
produce a one second sequence! The 


‘compact, зен. 


nt environment. in 


pre 


whole Smarties ad took over 7500 
man-hours to prepare, from initial 
Storyboarding through to the final с 
and videotaping, 

All the software programs currently 
used by Digital Pictures have been 
designed and written by members of 
the team. Their latest rendering 
package has improved ‘anti-aliasing 
(ће averaging of several shades 
which appear within one pixel to 
create а harmonious and realistic 
edge to objects) and sophisticated 
texturing enabling the impression of 
many types of surfaces to be created 
and overlaid to build up a heavily 
textured surfac 

They are also developing their 
fractal routines and imenting 
with a 'morphing' package which 
allows the smooth transformation of 
ne three-dimensional object 
another, in true Disneyesque fashion. 

Software instantly being 
redesigned and upgraded, and new 
software is often created for specifi 


The new opening sequence for Opportunity Knocks’ combines cel-animated 
characters and computer generated backgrounds. 


А superb static shot, 
custom-written shade 
software to generate 


complex pattern of light 


and dark 


The 


Digital Pici 
tops the £ 


Wire frame molec: 


urrent 
hardware at 


1Mm 


projects and with an eye t 
hardware. In fact, Digital pictur 
currently evaluating the new bree 
RISC 


using 

the 
machines (Reduced | 

such 


omputers), 


Whitechapel 20 mip 


a full feature fim 


months (the comp 


within 12 
with 
sequenc 


approached regard 
producing Tor 
tive feature, but such pr 
and truly under wrap 
the wealth of 
ing up at their do: 
tral TV 
of atomic model 
forthcoming Horizons 
Digital Pictures certainly 
legend of being the ‘leading edge 


nari 


sequence 


created on the IRIS work station for use on a. 


forthcoming BBC Horizon programme. 





tuture 


tion 


ations 
confident that with 10-15 of 
th ey could produce 

to 18 
е in tact 


projects 
ding a 
logo and animated 


programme) 
fulfill their 
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COMPETITION 























Mastertronic are so impressed with 
their new Sega Light Phaser Kit 
they've decided to give away 10 of 
them in this fabulous competition. 
Аво included in the kit is the Combo 
Cartridge which features three great 
shooting _ games: Marksman 
Shooting, Trap Shooting and Зай 
Нит. That's not all - Mastertronic are 
also offering 10 copies of the Shooting 
Gallery cartridge to keep you blasting 
away long into the nig 
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are, Mark th 
try form off to us her 
HASER COMPETITION, 
GAMES MACHINE, PO BOX 10, 
LUDLOW, SHROPSHIRE 578 108. 
arrive по later March 17th. 
k out the masthead for full 


issing words 
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1) The Mastertronic Group distribute the Master System 
2 TheSegaLight costs £ 

3) After іва naw addition to the Seg 

4) The package comes with the 
































equipment. 


| ‘made my first video back in the 
dippy-hippy Sixties, and all 
agreed that it was а heap of 
excrement. | made all the usual 
mistakes - using gimmicks not 
because | needed to but because they 
were available, jumping in at the deep 
епа without planning the production 
first, and being totally unoriginal 
‘Some say that not much has changed 
since then... but anyway, here's 
what I've learned, 


Whatever hardware you happen to 
have at home, you're going to need 
access to а compatible video 
recorder, and a cable or two for 
dubbing your audio track and visual 
images on to a master video tape. 
‘Once you're happy with your audio 
track, write yourself a simple video 
storyboard (a series of sketches 
showing what you want onscreen) 
based on images you know you can 
produce easily: computer-generated 
graphics, home videos or a mixture of 
Doth. Break it down into а series of 


separate shots, and time each 
caretully. 
You can't achieve studio 


techniques like dissolving from one 
scene to the next without specialist 
equipment; neither can you expect 
broadcast quality from domestic gear. 
But what you can achieve is 
originality, atmospherics, humour and 
stimulation. These are free. 





Just follow Mel Croucher's guide to making 
your own video promos, and test your screen 
skills in a talent-spotting comp. 


WHAT YOU 
GOTTA HAVE 


The choice of video formats is wide, 
and will probably be determined by 
what you have in the house, what you 
can borrow, or what is cheaply 
available for hire 


VHS 

Chances are you'll be using VHS. It 
‘easily the most common video format 
in the UK, which is pretty weird 
because the quality of the image is 
diabolical thanks to the crummy 
vertical scanning of the half-cocked 
half-inch tape. 





The sound quality is even worse, 
and all the hard work of creating your 
audio track will be mashed once you 
put it on a VHS cassette, where it wil 
Бе compressed into a pitiful wee strip 
of tape, clinging on to the edge of the 
Space reserved for the visual image. 

‘Avoid recording in long-play mode 
at all costs! Visual quality drops and 
audio takes a suicide leap. 





“You can't 
ac 
ialist studio 
effects. But 
originality and 
stimulation are 
free.” 





GROW YOUR OWN 


PROMOS 


Growing your own is half the fun – but you don’t 

have to learn video hardware the hard way. 
Live action, computer graphics and stunning 

sound are yours to use if you’ve got the right 





VHS-C 

This is the compact-cassette version 
of VHS, introduced to fit into hand: 
held camcorders (hernia-inducing 
plastic boxes stuffed with a portable 
‘camera and a video recorder), 

The quality of picture and sound is 
exactly thé same as with standard 
VHS - in other words, chronic. 

If you use the built-in recorder of a 
VHS-C camcorder, you'll need а 
clumsy plastic adaptor before you can 


play the VHS-C tapes in your 
‘domestic machine. 

VHS HI-FI 

VHS Hi-Fi audio quality is a distinct 





improvement on the other VHS 
systems, and vital if youre serious 
about producing a half-decent stereo 
Sound. But picture quality is still awful. 

M you're lobbing out demo tapes, 
make sure you label your cassette 
recording as VHS НЫЕ! — your careful 
audio production will be shredded to 
garbage И it's played back through а 
normal VHS. 


унз-на 
Now this is a bit more like it: the next 
generation of VHS machines, 
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ссий and watchable visuals. 


system. 
founda single retail outlet prepared to 
hire one 


BETAMAX 
Here's one of those little quirks that 
Betamax 





operate at the same speed, so at least. 
you won't be tempted to commit any 
зю-то crimes . . - 


BETA Hi-Fi 

This has exactly the same advantages 
as VHS Hi-Fi a must if you're serious 
‘about your audiovisual demos. 


SUPER BETA 

‘Super Beta is relatively new in Britain, 
‘and gives very good picture quality 
indeed. But the sound'sno better than 
with ordinary Beta, which is a great 


Pl, Super Beta is worth looking at 
if you're going to get into short-term 
hiring. 


< 
available now, with improved sound ® 














“With video, 
wiping out 
cockups costs 
nothing” 
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newish tapes from second-hand 
stock, (Chances are it will erase the 
display Кот your digital watch, too.) 
Machine and tape must match: 


playing a Hi-Fi video tape on a 
standard machine will do nothing to. 
improve the quality. 


‘The machine's condition affects the 


will need replacing. 

Using pause mode too heavily may 
ruin the final print of your tape, and 
your machine won't thank you for the 
abuse either. 
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[STAYING IN THE 


PICTURE 


with а suitably : 
competition rules 
Send 





You've got your sounds, you've got 
your video recorder, and now you 
feed some images to complete your 
masterpiece. This is the fun bit, and 
your creative instincts can let пр. 

Failing that, you can rip off other 
people's images and adapt them for 
our own use and abuse. Аз long as 
you don't show them in public, hire. 
them out or claim them as your own, 
copyright problems will not rear their 
ugly litle legal heads. 

To produce anything seriously 
calling itself a video production you 
Wil need two video cassette 
recorders: one to lay down a series of 
images, and the second to dub them 
оп to a final production with your 
soundtrack. 

There are several ways to get in the 
picture 





COMPUTER-GENERATED 
IMAGES 


Retune your video recorder (not your 
TV or monitor) to the computer's 
output channel in the vicinity of 
Channel 36. When your screen is 
tuned to the video's normal output 
signal, what you see is what you're 
recording. 

To sync up a computer-generated 
video to your soundtrack is virtually 
impossible without — expensive 
equipment such as time-coders. It's 
far easier to plan your series of images 





| 


J, addressed envelope. 
оп this issue's contents page 





entries to VIDEO PROMO COMPETITION, THE GAMES 
POBox 10, Ludlow, 





GETTING IN THE 


PICTURE 


caretully, time each sequence against 
the soundtrack, and edit the images 
together in series. 

When you're happy with the result, 
rerecord the whole production — 
simultaneously sending the visuals 
intoa VCR's video input and the audio 
track into the audio input. And И it's 
not quite right, do it again. (That's the 
advantage of video tape over film: 
results are instantaneous and wiping 
Out cockups costs nothing except 
your time.) 

It's relatively simple to superimpose 
two sets of computer-generated 
images using a Y-type cable-splitter, 
though some computers ае 
temperamental because of 
Idiosyncratic output. 

Commodores invariably give good 
results, especially the ones with built- 
in frequency tuners; Sinclair's 
Spectrums are happy to oblige, but 
their red backgrounds upset most 
VHS systems (so avoid the colour); 
Amstrad are virtually impossible to 
work with. 


VIDEO CAMERAS 

Rule One: if you don't have access to 
a camera, and cannot borrow one 
from a trusting friend, hire. Hiring à 
state-of-the-art video camera is 
ludicrously cheap. and most high- 
street multiples are happy to oblige. 
Radio Rentals, D.E.R. and all the rest 
are in fierce competition, and current 
hire charges are around £10 per day, 


“You can rip 
off other 
people's 

images as long 
as you don't 

show them in 
public, hire 
them out or 

claim them as 
your own” 


“Hiring а 
state-of-the- 
art video cam- 
era is ludicr- 
ously cheap" 


£29.95 per weekend and £39.95 per 
week. 

Rule Two: keep it simple. Avoid 
gimmicks. Zooming in and out, 
panning and messy focus changes for 
по reason at all are very annoying to 
watch. A series of short, sharp, tightly 
edited images is much more effective. 
‘Shoot your sequences several times, 
and edit the best bits together before 
'overdubbing your final soundtrack. 


VCR-GENERATED IMAGES 
Effects you can produce with the 
VCR itself include freeze-frames 
and slow-motion. Many high-street 
multiples will hire an advanced VCR 
опа short-term basis, especially if 
you're hiring a camera at the same 
time. | recommend the following 
machines 


PANASONIC КУ-080 
Brand-new on the market, and 
packed with digital effects 
generators, the Panasonic NV-D80. 
includes а superb digital frame 
store which can freeze the picture 
while the sound continues. 

The duration of freeze-frames is 
adjustable from about one second 
to about one-sixth of a second, so. 


excellent strobe effects can be 
made without any additional 
‘equipment. 


‘Other graphics effects include 
picture-enhancement to give your 
video images a cartoon or oll 
painting look; a supersmooth digital 
‘slow-motion’ adjustable from опе 
fifth to 1/25 normal speed; digital 
noise-reduction to clean up random 
picture noise; and a very useful 
autodubbing system. 


АКА! VS-35EK 
This is the  much-heralded 
‘interactive VCR’, with facilities 
including  jitter-free freeze-frame, 
variable slo-mo from a quarter to 17 
20 normal speed, onscreen 
prompts, automatic frame-indexing 
and search, and a very aggressive 
quick-start option 

The biggest problem is that there 
are 38 buttons to control the beast, 
зо you'll spend your first 24 hours 
with the Akai VS-35EK trying to 
tame it 


MITSUBISHI HS-421 
This is a very sturdy machine, with 
digital fine tracking, very steady slo 
mo and rock-steady freeza-frame. 
‘As well as a few trick frame options, 
itoffers excellent Hi-Fi sound, 


SANYO VHR-0500 
This one isn't available for hire уе! 
but it may well be THE machine 
when it comes on stream in a month 
or so. Up to nine images can be 
presented onscreen at any time, 
and they can be cycled in rapid 
Succession. 

Other effects are strobe, zoom 
{producing images up to 16 times 
normal size!), mosaic, cartoon-type 
digitising, and an incredible ‘paint’ 
option. 

‘Sanyo's new machine will make а 
lot of specialist video studios very 
nervous special effects previously 
reserved for the professionals can 
be used at home at the touch of a 
button. 
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TAPE LOADING PROBLEMS 
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€ L.E.D. LIGHTS FOR ELECTRONIC TUNING 
€ PERMANENT ADJUSTING KNOB 


* 10. % LOADING SUCCESS 

Ж PERMANENT HEAD ALIGNMENT ADJUSTMENT 

жі. [i D. LIGHTS FOR ТО OPTIMUM SIGNAL 

* GUARANTEED FOR ONE 

* APPROVED BY COMMODORE, AND LEADING SOFTWARE HOUSES 
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MILLS ASSOCIATES LTD 
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 АВМСНА! 


Trains, boats and planes – you can board them 
without leaving the comfort of your joystick. 
The simplest 8-bit computer gives you the 
power to fight bloody battles without injury, 
take a realistic trip to the outer planets of our 





ху and drive the next best thing to а 


gi 

Porsche. The 16-bits — PC, Atari ST, and Amiga 
— with their racy processing speeds can even 
simulate the computers of the future and 
predict events. John Gilbert reports. 


hat a build-up, and all for 
bject which has been 
regarded as a 
statistician's dream and 
a boring aspect of 
computers for arcade players! 
Yet, simulation techniques are 
now constantly dressed up for 
use in the latest arcade games 
to make them more realistic 
Teenagers want to fly Top Gun 
aircraft simulators instead of 
thrashing aliens, and even the 
stolid war game has a new 
gleam to its presentation. 
Furthermore, those alien 
graphics and explosions on the 
Screen may seem randomly 
created by a machine which is 
almost unbeatable, but with а 
litle knowledge of simulation 
techniques, and how they're 
applied within games, you'll бе 
able to outwit a programmer's 
strategy not only in simulated 
universes but in standard shoot 
'em ups. 














POWER PATTERNS 


All games rely on patterns created by 
а series of instructions within the 
puter. The computer needs sc 
sense of reality in which to play out its. 
games. It has no such sense of its own 
so it relies оп programmers 
Instructions and with the increased 
graphics capacities of machines like 
the Amiga those instruction patterns 
can be read to some extent on the 
screen 

‘Arcade champions have an instinct 
for reading the pattems of aliens 
waltzing in space, or the movements 
of laser bolts from oncoming space 
fleets. Everyone has that instinct to 
some extent and you can train it by 
looking at certain aspects of a game. 
In some cases you won't even need to 

















read the instructions 
score points. 

First, though, let's take a look at the 

problem involved in designing а 

imulator and find out why simulation. 

are incorporated within 

mporary computer games. 


to learn how tc 














nost cont 


BACK TO BASICS 
There are four types of activity that 
games can simulate: physical 
mechanical, natural and intelligent 
Your computer deals with them all in 
the same way, by reducing them to 
ranges of numbers which can be 
easily manipulated. 


Five years ago, 
when most 
computers had 
limited graphics 
capabilities, 
games relied on 


programming to 
make them 
attractive. 


Flying around the 
landscape canbe a 
touch slow on the 
Commodore 64, but the 
sensation is realistic 
enough 


Say, for instance, you're simulating 
a car in a motor racing game. Your 
computer needs to know about gear 
changes so that it can either speed up 
ог slow the car down. You might 
assign the numbers one to three for 
the forward moving gears ~ strange 
car — and the number minus one for 
reverse 

The program monitors the position 
of the joystick where one push 
forward increases the gear number 
and one and push back reduces it 
and the car's speed. A simple gear 
counter within the machine keeps 
track of the joystick movements and 
adds or subtracts gears. 

As a player, and controller of the 
racing car, you won't know about the 
mumbers being used within the 
program. You'll think of Reverse gear 
ав, perhaps, an 'R’ on the screen's 
control display and not minus one. 


THE FRONT END 
The numbers and equations, which 
contro! all computer games, are 
usually stored in a huge database and 
are used by a small control program, 
which is often called a shell 
Five years ago, when most 
computers had limited graphics 
capabilities, games relied on clever 
programming to make the 
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‘attractive. Features rather than accomplish such а task. But Lemer height and width for those of you are 
presentation were premium — and the believed that it was possible. Ай he mathematically inclined — so that 
presentation was often very отоку, needed to do was make the simulator other objects can manipulate or 
The technology, and mood, has more attractive, responsive and interact with them in a realistic way. 

changed now бо even the most M's easy to thriling than anything that had been Sounds complicated but the best. 
complex simulations, such аз Grand unravel even the 210%, ог worst, is yel to come for the 


Slam's Hunt for Red October and T took two years to design the programmers when they introduce 
Chuck Yeagers Advanced Fight most sophisti- Advanced Fight Trainer, which offers the | physical, mechanical апа 
Traner from Electron Ars, need gated monsters Tmuchmore than ust take-ofs fights inteligent paris of the simulation 
sophisticated, realistic, graphics around the New York skyline and Fight simulators in with combat 

Prose graphics provde те ront strategy with just landing Yeager wasnt primarly options, such as Advanced Fight 
endoiany game nebiinattheployer ‘а spat of simple "2992,9, the colours scenery Trainer. combine the physica 
Sees and, during the early stages of which "marks fight simulators тесһагіса and intelligent techniques 





simulation design, often requires the observation because reai pilots‘Neverhavemuch to create — computer-controlied 
involvement of an expert. Ned Цетег time for scenery’. opponents 
the American designer of EOA'S Tomer followed the expert's advice Тһе program performs а loop of 
Advanced Fight Trainer, for instance, and, instead of making бићу clouds instructions which handles the 
wanted to create a product which and blue lakes important, buit а high combat. К first monitors your aircraft's 
could rival any micro-based flight Speed racing simulation against six position in relation to each of its 
Simulator, so they brought im ace Computer controlled opponents on 15 fighters. The computer then changes 
fighter pilot Chuck Yeager. obstacie-littered courses. the position of its aircraft, again 
eager quickly convinced Lemer "Yeager also convinced him toto put following instructions which are within 
that the old type о fight simulator let ina test pilot section for mach-speed the simulator program. There's no 
you be а navigator but you needed а aircraft such as the rarely seen Х1 and magic involved, just the foresight of a 
Sonse of reality to feel ке a pilot. "The instigator. Both  aWcraf were design team who thought that you 
fight simulators on the market were earmarked as top secret until last might make a particular move in their 
interesting experiences, but | knew | year дате. The result, however, is artificial 
сома do better. An actual fight intelligence 
simulator would set you back CONCRETE TO Once the computer has decided 
$50,000. | wanted to come as close to upon, but not made its move, the 
that $50,000 as | could for under 50 Мо, I said DOWN CONCEPT simulator brings in the mechanical 





bucks. Onceyoumovefromthedesignstage techniques which plot each drone's 
to programming you have toswap the пем position, then checks height, air 
concrete, real, world where aircraft speed and fuel, When it's satisfied 
wings are made of metal for the thatthe drones will not crash, or aren't 
conceptual world of the computer. — inimmediate danger of losing fuel, the 
А simulation like Advanced Flight simulator makes the changes in 
Trainer uses ай four types of position and updates any instruments 
simulation | mentioned earlier —  — such as the radar screen - on your 
physical, mechanical, natural and display panel. You're then allowed to 
intelligent — and each type requires change your jet’s position and the 
different basic simulation technique. simulation loops around its list of 
Let's start with the world in which instructions to try and beat you again. 
you want to fly your fighter jet orin ~ The simulator takes only micro- 
which you want to move. А database, seconds to perform ай these tasks as. 
which can be visualised as a grid for а series of moves. What you see, 
simplicity, provides the ground plan, however, is the continuous movement 
ог master map, on which the of your aircraft and those of animated 
simulation's moveable objects and objects on the landscape. 








Lerners thinking was further 
confirmed when he asked Yeager to 
try one of the old-style simulators. The 
pilot looked with distain at the screen 
display and the joystick and said: "Гуе 
never fooled with one of these, That's 
actually because, you know, the 
damned things ае so 
insignificant. 


THE FANTASY FACTOR 

The old-style flight simulators lack, 

what Ned Lerner calls "The Fantasy 

Factor’. You can play with the joystick 

‘and look at the screen all you want but — roesandallthat: Hastings 
you can never suspend belief and feel onthe morning of October 14 
аз if you're flying. Everyone believed аз Wiliam and Harold face 
that only a large NASA mainframe ^ each other for the battle 














computer could do the job. that changed English | 
Nobody could program even а 16- — history- ST screen 
bit computer, such as the PC, to landmarks are positioned. It provides FACT INTO FANTASY 


your computer with the position of 

your aircraft, other computer- 

Controlled aircraft, natural landmarks, Chuck Yeager was keen to put as 

and other obstacles. many features into EOA's Advanced. 
The database also tells the Alight Trainer as he could, but there 

computer about the contours of the меге some ideas which designer Ned 

land inrelationtothelandingstrip.The Lerner refused to consider. Yeager 

simulation would, for instance, have — reflected the views of many British 

to tell whether your jet has crashed software houses when he said: 'Il you 


into а hill on a low fly-past! really want to scorch something, hell 
Each of the objects onthe тар grid youcan program те X-31 inthere, the — | 
is given the physical properties — aerospace plane. Now, see, you got 


mass, volume, velocity, resistance, some kid who can say, man, this thing 
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is smoking along at Mach 25. Then 
you get a Log generating system, and 
once you accelerate out to about 
Mach 18 you're gathering liquid 
‘oxygen and then you've got liquid 
oxygen and hydrogen turned into 
chemical rockets and you go into 
space with it. 

The air ace wanted to take an ordi- 
nary experimental jet and turn it into a 
space-bound vehicle. You can 
Indulge your fantasies with a com- 
puter and still stick closely to reality. 

Think of the possibilities. Rainbird 
certainly has with its Universal Military 
‘Simulator. It's the ultimate in war 
Simulations, and allows you to fight 
selected battles such Waterloo, 
Marston Moor or Hastings. 

The programmers have also lifted 
the time boundaries of these battles, 
and UMS allows you to pitch an army 
from one time period, say the Round- 
heads, with an army from another, 
perhaps abattalion of American Infan- 
утеп. The UMS sticks by its rules of 
reality and it's likely that the resulting 
‘computer battle would show which 
army would win in reality 

Moving further away from reality 
but still sticking within the boundaries. 
of a simulation, you сап use UMS to 
Create wars between mythical beings, 
such as orcs and elves. Just input the 
physical characteristics and you've 
ot the nearest thing to a battle betw- 
веп mythical races that you're ever 
likely to see. 

Ocean has gone ай the way and 
created a totally fantastic world in 
Eco, but has stil built in elements of 
‘simulation. The game simulates a sell- 
supporting natural environment in 
which you're placed as a randomly 
selected creature, You've got to 
evolve from a humble, helpless, insect 
into а predator by manipulating the 
creature's genetic code. 

Experimentation shows that, just as 
the most radical changes take place 
in the form of a creature, И you alter 
the end nodes of its DNA in real Ме so 
the same effect occurs in Eco. If you 
survive past the small spider phase, 
change the top two genetic nodes 
first, then the bottom two, and finally 
those at the centre outward, no matter 
what beast the simulation initially 
gives you, you'll be able to survive 
Jong enough to create а predator and 
not fall into the trap of becoming part 
of the ecosphere's flora. 

Beyond and Firebird also had 
sophisticated simulation ideas оп 
their minds when they took on Mike 
Singleton and his team to produce 
Star Trek. Beyond paid in advance of 
£50,000 for the rights and expected a 
pretty special game from the prog 
rammers. 

Unfortunately, the Atari ST version 
is all graphics and contains almost по 
plot. Despite the amount of memory 
needed to store information about the 
Star Trek universe, it’s a less complex 
simulation than Ocean's Eco. 

The ship and battle simulations, 
stripped of their glossy screen pack 
aging. would in no way test the pow- 
ers of the humble Spectrum. Indeed. 
similar game features have been seen 
inthe BBC version of Acomsoft's Elite 
= with smooth, effective 3D graphics 
to boot. Elite marked the first of the 
arcade/simulation - games апа, 
despite pretentions by Rainbird's 
Stargiider, still holds rank as the best. 
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REALISM 





You can indulge 
your fantasies 
with a computer 
and still stick 
closely to reality. 


Eco's world is a fantasy creation, but 
the simulation of the environment — 
and the graphics display — where 
everything has a cause and effect 
makes the game more realistic. The 
same is becoming true of the new 
arcade games. Landscapes are more 
realistic, alien adversaries move in 
complex pattems and often evolve 
from one deadly stage into another. 

Games such as Bubble Bobbie, 
Platoon and Predator, use artificial 
inteligence. Monsters no longer 
doggedly track you down, but rather 
form strategies which change and 
become more cunning as you alter 
your playing tactics. 

Platoon in particular shows that 
simulation techniques can be slipped 
into an arcade game without annoying 
addicts. Not only does the game put 
your five raw recruits up against the 
wily Viet Cong, but also includes an 
Impressive simulation of emotion. The 
‘objective is to get as many recruits 
back to base camp as possible, and 
to survive they've also got to cover 
each other and act as a team И your 
score rating and morale sto stay high. 


WINNING 
Finally. here's some general advice on 
how you can use the patterns created 
by the stil relatively simplistic and 
artificial intelligence routines used by 
arcade game programmers. | think it's 
easy to unravel even the most sophis- 
ticated monster's strategy with just а 
spot of simple observation. 

Developing skill at playing arcade 
games takes time and can be frustrat 
ing. In the past many games relied on 
simple methods to drive the Space 
Invaders and Pac-Man ghosts around 
the screen. 

The program compared the co- 
ordinates of the Pac-Man to those of 
its ghosts and used subtraction and 
‘addition to find the quickest route to. 
Pac's position. As a result the ghosts 
looked almost bumbling and slavishly 
followed Pac around the maze. In 
some versions of the game simple 
faults in the programming mean that 
the ghosts were often blocked from a 
direct route to Pac's co-ordinates by 
maze walls. 

The elementary programming of 
such games as Pac-Man made them 
‘easy to play И you knew the secret. In 
Pac's case, all he had to do was move 


around, and stay on the outside of the. 
maze to draw the ghosts toward him 
then quickly change direction towards. 
a fruit or duck out the side of the maze 
to gain more time. 

Enter artificial intelligence and the 
hosts of simulation techniques. Those 
ghosts and other creatures can now 
develop their own attack strategies in 
less than a second, they seem less 
predictable and the games seem har- 
der to play. That's just not true, 
though, the same simple movement 
patterns are still there they just 
Change quicker in an effort to make 
the adversaries seem intelligent. 

No doubt, when you're playing а 
game, such as Imagine's Rastan, 
you're impressed with the graphics, 
the way the monsters move, the way 
the scenery passes or firey chasms 
flicker, What you should be doing is 
looking for patterns within the game. 
Creatures may seem to change strat- 
egy every time you fight them, but 
there are patterns within their move- 
ments and they aren't so complex to 
read when you concentrate. 

You subconsciously pick up these 
patterns when you start to play а 
game well, so just think how much 
quicker you'd pick up skill by looking 
at the location on the screen of a crea: 
tures stance ~ limbs and body posi 
tioning — rather than his weapon. 
Experiment with the game for an hour 
ог зо, looking at how your adversary 
reacts to your movements, and you'll 
soon work ом how you've got to react 
to win and not just stay in the game, 

For instance, most martial arts 
games have а simple combat struc: 
ture. In Way Of The Exploding Fist you 
should, for instance, capitalise on the 
way in which your opponent always 
takes two steps backward when a 
move back is required. Take a look at 
the relationship between your charac: 
ter and the computer's when such an 
event happens. Your opponent will 
perform in exactly the same way when 
you repeat your actions, at least until 
the next phase of the game. 

Don't be confused И you're con 
fronted by group of a similar alien 
type. Each type of alien has it's own 
characteristics and will fight using 
these. If you watch just one of the 
aliens you can see how the others 
performances are mutated from your 
alien subject depending on its screen 
position and how you react to it. The 
game wil always play the same, so. 
Once you've made your observations 
go back in there and do some dam- 
age 





NOT SO CLEVER 


The increasing complexity of arcade, 
strategy and simulation games make 
them seem invincible but, despite the 
use of simulation techniques, such 
games can still be cracked by simple 
‘observation. 

Despite all the clucking about artifi- 
cial intelligence, all games will rigidly 
follow program instructions until corn- 
puters with real intelligence are found. 
Until that day the patterns may get 
more complex, the games may get 
more realistic, but your computer will 
only be able to simulate an opponent 
and its moves can only simulate the 
intelligence of из programmer. 
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Introducing four pages of great тай order 
shopping for your home entertainment. Allthe 
software you could want, plus joysticks, con- 
soles and clothing make this a selection worth 
browsing through! Check out our special 
offers for those extra savings and remember, 
all prices include VAT and postage & packing. 
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Genus Editon then buy both Amstrad PCW 8255. 
—— mon —— —* 
ет 0959779 1% 

HALF thenormalprice—saving £14.95 107,45 
wore IBM Disk halved from £24.95 
om 1081245 















LED LIGHTS FOR 
ELECTRONIC TUNING 


PERMANENT ADJUSTING KNOB 





LOAD IT GIVES YOU: 

= 100% LOADING SUCCESS 

'ERMANENT HEAD ALIGNMENT ADJUSTMENT 

ED LIGHTS FOR EASY TUNING TO OPTIMUM SIGNAL 

= GUARANTEED FOR ONE YEAR 

APPROVED BY COMMODORE AND LEADING SOFTWARE HOUSES 
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уапининанимиининининннинининит 
Please send me а LOAD IT cassette deck as fast as you can! | have 
filled out the coupon and enclosed a check/postal order for 239. 
made payable to Newsfield Ltd. 








PO BOX 20, LUDLOW 
‘SHROPSHIRE 578 1DB 











Stop vacuuming your machine with 


TGM COVERS | ем 


‘One day they'llban dust, butin 
the meantime it's one of the. 

around. But don't worry! We've 
had some super quality covers. 


500 £6.00 
па Шива. 
























two sizes 


cotton and 50% 0090909 














KONIX 
SPEEDKING 


The joystick that actually 
fits your hand, with a fire 
button angled for your 
trigger finger to ensure. 
accurate high-speed 
action. Solid steel break 
proof shaft with neat 
clicking sound for every 
precision move you 





зай price £11.99 - OUR PRICE £10.99 
TERMINATOR 


Buit ike a hand grenade 
andjustas lethalin action, 
this totally new Danish 
design packs top quality 
micro switches for top. 
notch control and kool 
high-scores. 


Normally £19.95 ~ ТОМ PRICE £14.98! 





Two winners from Euromax . 


EUROMAX 
PROFESSIONAL 
STANDARD 


High durability, rapid 
response and ultra sensi 
tive movement accuracy 
from this advanced 
ergonomic design. Ideal 
for left or right hand play. 
1.5m cord 

£15.95 


EUROMAX 
PROFESSIONAL 
AUTOFIRE 


Al the quality of the stan- 
dard, with the added 
bonus of the Auto Fire 
Option for when the going 
jets tough! 
1895 


For Amstrad owners 
EUROMAX JOYSTICK 
AUTOFIRE INTERFACE 


Specially made for the 
Amstrad 464, 664 and 
6128, this interface pre- 
vents continuous use of 
Autofire Joysticks caus- 
ing equipment maifunc: 























Score like a pro with Dynamics! 


COMPETITION 
PRO 5000 (Normal) 


Features arcade quality 
microswitches, dual fire 
buttons, robust steel 
shaft and rubber return 
for smooth control and 
longer Ме. Extra long 
im cord, 

Normally £14.95 - TGM 
Price £13.50 








COMPETITION 
PRO 5000 (Clear) 


The designer joystick has. 
arrived! Ан ће features of 
the Normal PRO 5000 but 
with the added thrill of its 
Unique see-through cas 
ing which offers a antalis 
ing peek at the hi-tech 
innards 

Normal price £15.95 - 
Our price £14.00 


Ultimate cursor control wiz zee 
EUROMAX 
wiz CARD 


This neat little box of 
tricks offers two fire but- 
tons andleft orright hand 
8-way directional control 
through hypersensitive 
graphite contacts with 
minimised moving parts 
for added durability. 
£495 


logo on white, and 


trendy XX Large. Зо 










































Interactive Video Entertainment with accuracy. Comes with free game, Marksman Shooting/Trap Shoot 
ing. 


Put an arcade machine in your living room with this great new 
extra to your exsisting computer. It's the ideal gift for yourself 3-D VISOR GLASSES. 





ora friend, and the collection of games cartridges is growing Glasses plug into the card port — and you get extra realism when 
steadily! playing the special 3-D games! 
£39.95 

Sega Master System: The complete and ready to use system. All 
you need is a TV. Package includes games console (to run card or World Grand Prix 
Cartridge, a ree copy of the hit arcade game Hang On, 2 control Action Fighter 
pads, a TV aerial fixture to let you watch TV even when the console's. The Ninja 
still connected and a 3-pin plug already нед. Plus a built-in mystery Black Belt 

те! Меда Cartridges - all at Pro Wrestling 

99.05 £19.95 Wonder Boy 

Quartet 

Sega Light Phaser: Take aim and fire at your target with ease and Chopiifter Fantasy Zone 


Enduro Racer 
Alex Kidd in Miracle World 
Zillion 

Secret Command 





— 





Sega Cards – ай at £14.95 


Super Tennis 
F-16 Fighter 
Ghost House 
TransBot 

My Hero 


Two-Mega Cartridges with 
twice the power - all at 
£24.95 


Space Harrier 


Rocky 
Outrun 


Mega Cartridges for the 
Light Phaser at £19.95 each 


Shooting Gallery 
Gangster Town 


3-D Games (only for use with 
glasses) - £24.95 each 


Missile Defense 3-0 
Zaxxon 3-D 























Enter the world of 
NINTENDO HOME 
ENTERTAINMENT SYSTEM 


'amazing 52 colour graphics and arcade quality sound 
rest mew System rario top makars coln op arcade 


Nintendo brings you the control deck, mains transformer, two hand 
controls, and one free Super Mario Bros Game Pak — only £99.99! 








Nintendo Delux the. 
seis ure aeol magna Ао 
aeneo) Gyromie and Duck Hunt. All for £185 


Or choose to complete your set in stages: 
‘Gun at £19.99 
В. at 244.99 























Stealth Fighter (Microprose) 


Gunship 
Test Drive (Accolade) 





58 | 


— 
Bass 


Pee 





BESS aesessanse & 


0.40 
195 
5.95 
8.40 
9.95 
2319 
2395 
2195 
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Zillion (Sega) 

Black Lamp [Firebird] 
(Mirrorsoft} ‘Rolling Thunder (US Gold 
igital Integration) Police Quest (Sierra) 
Посот/ Skyfox И (Electronic Arts] 


Dan Dare И (Virgin) 







ите required games) on order Ist 


Check in review or ad for correct recommended 


retail price (RRP) 
Look up special offer price and write on order form 
Don't forget to fil in boxes indicating computer 


format and media type! 


‘Add up total and enclose cheque or postal order 
 ACCESSMSA 


order forms will be 


ог alternatively use. facility 
(Don't forget to indicate the Expiry Date!) 
REMEMBER: Incomplete | 


Expiry Date ete | 
Please ring (0584) 5620 if in doubt! 


— or any hardw 
Space Quest И (Sierra) listed. у аср 
Rocky (Sega) 





The Special Software Discount Offer Prices do not apply to 


nor do 






















































































Name 
Address .... 
тала esr uy аниса лесом | 

Ta aos i — 

‘Signature Expiry Date 
Please Charge My Account No: 

fete] Ter: С 0 и 88 Tas] 
SEND THIS. TO 











Producer: Atari 


ATARI's 








the show 

as Blasteroids, а _ totally 
revamped version of the 1979 hit 
Asteroids. It's got а host of new 


features including a dual player 
lity, gradual energy loss 
| instead of losing а Ме outright, 
| detailed space backdrops, three 





f ship to transform into 


f fire 


| types о 
| (each with their own type 
| power, engines and armour) and 
Some very tricky alien creatures to 
Red asteroids an 
destroyed toreveal extra weapons 
and defences to add to the ships, 
allowing each player to develop 
their own game strategy. A neat 
| extra is the abiity for both ships to 
together to provide some 
efi 


join 
really awes 





т 
bly digitised, spinning masses of 

f exceptional graphic quality 
а massive jump from the vector 
graphics of the original. Destroy ап 
the ast and a warp gate 
appears which takes the player(s) 





e real stars of the game are | 
super 








lection 
chosen. The final level brings in a 
big green mother alien complete 
with an army of aliens hovering 





another в 





around – not too difficult an op 
lected the neces. 
and ship extras 

ong the way, but a challenging 

а encounter nevertheless. 

‘Atari have realised that golden 
oldie coin-ops can still pull in the 
rowds (and rack up the prot 
and even though the concept is 
nearly a decade old, Blasteroids is 
immense fun and another surefire 


чевренсови 
EXPE 





АГ 





Producer: SEGA 








THE FLAGSHIP of SEGA'S stand 
Thunderblade-continues where 
Afterburner left off. This time 


ugh it's a helicopter you con- 








similar in дате 
Afterburner, Thunderblade has 
some notable differences. The 
throttle has been altered to include 
hover, forward and reverse con 
trols and there are vertically scrol- 
ling sections where the chopper 
fies through rocky chasms, over 
ships at sea and along city streets. 
Although it's a standard vertical 
bomb and shoot "ет up, some 


lay to 








Producer: Atari 


PAC-MAN needs no introduction, 
having become THE most suc: 
cessful coin-op game idea in his- 
tory. This time though, the basic 
ept has undergone some 
drastic alterations. 
He's now in three dimensions, 
has the ability to bounce over 





very effective layered graphics are 
used, which give a great feeling of | 
height, especially when the 


helicopter gets hit and crashe 
down to the ground. 

The main part of the g 
viewed in Afterburner-style 3D and 
gives a great sensation of weaving 
round and between buildings, ри 
lars and trees. Where the game 
falis down is in the control method. 
It may be realistic, but the joystick 
control is sluggish and doesn 
work as quickly as it should for this 
type of high speed shoot ‘em up. 
Trying to use the speed throttle 
well is awkward to say the le 
Ав а game idea it's great, but 
SEGA enthusiasts will find it little 
improvement over Afterburner. 




















ghosts and can now gobble his 
way through four increasingly 
complex but tastefully decorated 
3D mazes. There are also some 
new cartoon scenes to provide a 
much needed break in between 
levels. The ability to bounce over 
the ghosts adds a new twist to the 
action as Pac-Man can change 
direction in mid-bounce, giving the 
ghosts the slip. And if that isn't 
‘enough, the ever-voracious yellow 














Senior Musicians, Musicians _ То: 
peop n wor nh 
t de in pment of excellent opportunities for challenging work and further career development. In consideration 
multi-format establishment prod т with this campaign we have produced a Company Opportunity Brochure. If you would like to be 
sale. You will be either curre M a part of one of the most exiting softeare developments of ће future and hou you match up, 
y or will have yualifications to write or phone for the free brochure. Alternatively write or phone with details of your experience 
these roles to date and ambitions and we will fix a time for a chat. 
Contact George Харр, Software Development Manager, е 
Software Development Centre, Anchor House, 
Anchor Road, Aldridge, West Midlands WS9 РУ 
Tel: 0922 55852 Telex 336130 ELITE С Fax: 0543 414842. 
z Е 
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attack wave starts, The bonus 


screens have some great tunes for 


Producer: Namco lasting away to (isten out for the 
(under licence пот Mar) | Sede, Tengo) and aie 





























Major Career Programming Opportunities 








In-House Opportunities Sub-Contract Opportunities 
Designer’ Programmer To£25,0000TE Trainee Programmers, Designers, ата 1 
Th p new role for high achieven Graphic Artists, Music m —— Рес AS пока 








Senior Programmers, 
Programmers 
We have oppo 





Format Supervisors 
This role re high 





NINTENDO DEVELOPMENT 
OPPORTUNITIES AVAILABLE 
~ (FULL SUPPORT GIVEN) 





Senior Designers, Designers, 
Senior Graphic Artists, Graphic Artists, 









The development of new products combined with our success in the market place will provide 























Elite Systems Limited 





|BOARD GAMES 








There were plenty of new board games 
released at the Earl's Court Toy Fair in Lon- 
don earlier this month — but due to our 
magazine schedule, we can't review any of 
the goodies we picked up until next month. 
Still, one game that did arrive in time for 
this month's column was Chainstore from 
Ideas By Seares. 


GAMES NEWS 





> get the dice rolling, Paul | Form which derives from the 
Lamond Games, designers | eponymous Radio One show, and 
с selling Howto Ве | boasts 2,300 pop trivia questions. 
А Complete Bastard – The| A somewhat controversial 





Board Game, have 11 new | board game also to emerge from 
products lined up for the coming | Paul Lamond is Spy Catcher, 
year, the first of which is How To | inspired from the publicity 








Be A Complete Bitch — The Board | surrounding the Peter Wright 
| Game, based on the Pamela | novel. The objective is to get your 
tephenson book. Two other| book published by seeking 
icences come in the form of Catch | permission from the government 
| Phrase trom the Television South | the courts, the newspapers and 
quiz show and Rolf Harris' Cartoon | the publishers. 
P а sort of of Charades on | _ Тће man you just can't get away 
paper. There's also Pop of the trom, Terry Wogan, has his own 








GOING 
OVERBOARD 





Soap Opera Quiz - a trivia game 
for fans of those highly-popular 
television serials. However, if you 
fancy something a bit more 
suggestive, try Sexual Trivia and 
Dirty Pictures - soon to be 
launched 

Two of the more surprising 
games scheduled to Бе released 
in the following months are ITN 
News at Ten from Paul Lamond 
Games, and The News from the 
ВВС released under the auspices 
of The Great Games Company. 
Both offer има questions about 
national and international news of 
the past. 

The prettiest board game 

eased this year looks likely to be 
Zodiac Spells trom Zodiac games. 
We hope to have a review copy for 
next issue. From Kenner Parker 
comes Outburst, which certainly 
looks like it could be a highly 
entertaining party game. 

Look out for reviews of all those 
games over the forthcoming 
months - and we'l be keeping you 
posted on any new developments 
in the board game market 























CHAINSTORE 


£17.95, 2-6 players 


Chainstore is a variati 
Classic Monopoly game, bu! 
ideology behind it is much more up 
to date 

Each player begins with £60,000 
and proceeds around the board 
buying such shops as Woolworth 
PLC and Next whenever they can. 
When three shops of the same 
name are bought by one player, i 
becomes a chain store and money 
can be invested in stock 

With each throw of the dice a 
player picks up a Standing Order 
Card, very much like the Chance 
Cards in Monopoly, which help. 
andhinder progress. For example 
the player may have to pay 
additional rent on shops, or may 
even win a shop window display 
and collect £1000! More often than 
not, a Standing Order card reveals 
You are а customer – pay as 
instructed’ in which case should 
you land on a shop with stock 
that's owned by another player 
you have to pay for shc 

Anoveltwist of Chains the 

onstant availability of bank loans 
if you run out of money, you can 
borrow up to half the value of 
stores and chains - but this 
involves paying 5% interest every 
time the player passes start! 


THE VERDICT 
The loan system extends th 
playing time considerably 
because you can contin. 
borrowing it's almost impossible 
to see an end to the game at any 
point. It also makes the banker's 
Job more involved working out 
interest payments, loans and 
repayments in full 

Unlike Monopoly, little is left to 
tactics and skill- the roll of the dice 
and the Standing Order Cards 
leave too much tochance. Still it's 
an enjoyable game and should 
definitely be enjoyed by those who 
like money-oriented board games. 


on the 
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"Vid 
OVER 


EXCITING 
EVENTS 


ЗАМЕС 
“А МЕС 
JAME 3 


AVAILABLE FOR 
AMSTRAD 
COMMODORE 
SPECTRUM 
SPECTRUM + 3 


CASSETTE 


£12.95 


DISK 


£17.95 


FROM YOUR LOCAL 
SOFTWARE DEALER NOW! 





SHES MAD.SHES BAD 


4 T у 2 
$. 
r 2222 см 
2 0 CALL MERCY DASH! 
ска N DREAMED oF 


м 
BEING DRAWN 
WAKELIN SoME 





| 
| 102/16TGM TX DATE:03-88 





here's 


Mte doubt that 
Sequencing has changed the 
way many records are written 
and recorded. In fact, you could 
make a pretty respectable claim 
that is the very reason for the 
development of some styles of music 
= house music, electro-sequenced 
stuff et al. The original analog 
sequencer conveniently arrived at the 
same point in time that а group of 
"serious' composers were working 
with repeated shot patterns. 
including Phillip Glass, Terry Riley and 
Steve Reich, who begat "Tubular 
Bells’ which begat Jean-Michel Jarre; 
fiat to mention the family tree of rap 
and street music. 

Sequencers can take а lot of sweat 
‘ut of the game of getting things right, 
by avoiding lots of tiresome 
'overdubbing. MIDI sequencers of the 
real-time variety store their musical 
input in data form and give you the 
power, via a microcomputer, to cut it 
Мр, select what you want, ге-тар, 
alter volume, swop tracks, and 
‘change sounds. Itcan, of course, drop 
your results on to a disk for fast 
retrieval when Steven Spielberg drops 
round for an earful of your latest 
‘compositions with his next film epic in 
mind. 












Final versions can be recorded 
‘straight onto tape as lovingly 
described in detail in the previous 
issue of THE GAMES MACHINE. For 
an astute review of the cassette 
Tecorder to use you should also 
‘consult last month's issue when Ме! 
Croucher ran through a few of the 


multi-track machines on the market. 

‘One large Пу in the ointment is that 
many of the sequencers available for 
16-bit machines are not only aimed at 
the bedroom, but at the professional 
studio as well, and so professional 








By a strange quirk of fate (or a devious plot by the post office) 
all the programs scrutinised here are Atari ST based. Owners of 
Amigas, Macs, IBMs, Apples, BBC, and Archimedes can put 
down those poisoned pens right now as soft and hardware for 
these will be covered in future issues, and since the principles 
of these programs are very similar across the board, there's no 
reason to go off in а huff, is there? 


price tags of £200 and upwards are 
not unusual. They also have the 
capacity to control seemingly limitless 
quantities of synthesizers: a luxury 
which is of course sadly lacking for 
‘most of us. But think big and positive 
= you can always synchronise your 
tracks to tape. 


СА55 N 





Probably the best known sequencer, 
and one which crops up in the studios 


File Randomize 


Graphs 





Hardcopy hoodies 


ии — 


VOICE MASTER 
i 7 


INIT VOICE 





of the famous on both sides of the 
Atlantic, is the Steinberg Pro 24, first 
seen about August 1986 and which 
weighs in at £285, Steinberg 
Research are based in Germany and 
honed up their programming skills on 
numerous musical packages for the 
Commodore 64 ( any 64 owners sea 
these kicking around, you stand a 
chance of getting them at the right 
price nowadays). 

The Pro 24 comes in several 
versions, which is not always obvious 
until you boot it up, when it tells you at 
the top of the main screen. The most 
significant difference is that versions. 
10, 1.1, 12«and so on only have 
graphic score editing whereas 
versions 2.0 and above have the 
addition of actual music notation 
editing in some detail, There's no print 
option as yet, but it's in the pipeline, 
Anyway, check out which version you 
have as by rights you should now be 
paying full price only for version 2.0 
and above. All versions are dongle 
protected, 

Like much of the sequencing 
software, its main controls emulate 
cassette recorder with record, pla 
fast forward and back, plus the 
addition of extra fast wind and an 
instantaneous 'Go Zero' function 
which automatically starts you off 
from the beginning. Infact, itfunctions 































































very much like а 24-track recorder, 
playing back from any point on all the. 
tracks that have been tumed on. As a 
means of global control, the Pro 24 
пав a’ Mastertrack' which governs the 
overall tempo, including shifts and 
changes bar by bar. It has identifiable 
areas on the screen on which to 
click’, allowing peripherals to be 
tered; more detailed work is 
accessed via the drop-down menus. 


BUM NOTES 


Each of the 24 tracks can be 
organised as а succession of 
patterns, with each pattem lasting as 
long as you want. Pattems can be 
copied from track to track, placed in 
any position, repeated or deleted. 

“The 520ST can cope with just under 
90,000 MIDI ‘events’ and the 10405T 
just over double that, so it's unlikely 
that you will run out of time on your 
major works. A track can contain up. 
10999 bars which, at an average pace, 
is about 30 minutes worth of music 
(on the 52057), and you can store up 
io 5000 pattems, each named 
individually. 

Recording ів very simple: select the 
track you want to record on, ‘click’ 
the record box and away you go. It will 
faithfully reproduce ай your notes, 
mistakes included, on playback. 
Across the bottom of the screen is a 
rather neat volume indicator for each 
track in the form of a bar graph, which 
is responsive to note velocity and 
provides a very useful guide for seeing 
which track is doing what. 

To correct any bum notes there are 
two methods: ‘Fast Access’ is а 
temporary quick-fix method, or you 
сап до for notation ог grid edit, 
‘depending оп which version you 
have. In this full edit mode not only 
can you correct notes and hear them 
‘audibly, but you can also shift them in 
time by infinitesimal amounts to get 
the right ‘feel’, shorten notes, 
lengthen them and so on, individually 
or globally, As this is a permanent edit 
and you have 24 tracks to play with 
it's better to copy to an empty track 





— — — 
— — — 
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and then fiddle around with the copy. 

‘One rather unique feature is that 
you can fil up bars with repeated 
notes to your liking, which is very 
handy when programming drum 
machines. The screen display of the 
notes is very slick indeed. For 
additional recording, sections can be 
made to loop or the recording process 
‘commanded to drop in and out at 
‘specified cue points. 

The program can save to disk any 
individual pattems or indeed the 
whole song; the former means that 
you can cross-fertilise your favourite. 
licks from one composition to 
another. It goes without saying that a 
program such as this will remember 
ай the sound changes you need for 
the synths, whether by the program 
number alone, or by the actual data. 
for the synth. 


professional package, and as such it 
has depths that will take time to 
plumb, but as with ай the better 
Software of this sort, it's very easy to 
get started, If you're thinking seriously 
about music creation, check your 
piggy bank and then check out this 
progra. 


SCORING MADE EASY 


If the actual scoring and printing out 
‘of music is important to you, try the 
EZ-Score Plus from Hybrid Arts. It's 


that you'd expect from printed music 
bought anywhere. In fact, coupled to 
a laser printer you could probably set 
up as a bespoke music printer without 
‘much trouble at all! 

W's a very wide ranging program 
that converts song files from most of 
the Hybrid Arts sequencers into real 
notation. If you choose to enter notes 
manually you can do this by either 
dragging notes with the mouse, 
entering them trom the QWERTY 
keys, or by using a MIDI keyboard. It 
work out automatically how to group. 


the notes when added and it works on 
upto three lines (staves) at a time. This 
makes it an ideal tool for setting 


especially as it has the 


songs, 

capabilities to insert lyrics within the 
score as well as putting the chord 
names above and even the guitar 
tabulature (the grid that shows you 
where to put your fingers!) which can 
be customised to your needs, 


Staves can be formatted in four 


rests, accidentals, 
aito or tenor clefs), rehearsal marks, 
proportional bar lines, dynamics, 
отатегив, bowing marks and so on. 

's also compatible with the Degas 
Ete graphics program for real desk 

aficionados, and with 
Hybrid Arts’ own professional scor- 
ing software designed for orchestral 
and more complex scores. 

For the price of £84.95 it's quite a 
bargain, but | would add that it's only 
tobe approached if you are quite seri- 
‘ous about printing and setting music. 
1 could see it proving invaluable in 
‘educational establishments for print- 
ing student compositions that have 
been realised on sequencers and 
‘synths, for performance or evaluation. 

Digital synthesizers are notorious 
for the headaches they cause when 
editing sounds, because there are a 
few multi-function buttons on the con- 
trol panel, many peripherals of sound 
to control but you are limited to an 
numeric LCD display of around 17 or 
50 characters. Thus, a lot of juggling 
has to go on in your head to retain 
‘some control over the sound you are 
making. 

The problem is even worse with 
synthesiser modules — those boxes 
that haven't got a keyboard but con- 
tain the guts of the synthesiser. One of 
the most popular of late is Yamaha's 
TXBIZ which creates and stores 
banks of FM voices. Unlike other FM 
synths, this one has alterable basic 
waveforms — yet another fact to retain. 
mentally — plus the ability to combine. 
voices to create a ‘Performance 
‘Memory’. Add to this all the peripheral 


... тапу of the 
sequencers 
available for 16- 
bit machines are 
not only aimed at 
the bedroom, but 
atthe 
professional 
studio as well, 
and so 
professional price 
tags of £200 and 
upwards are not 
unusual. 





The 520ST can 
cope with just 
under 90,000 MIDI 
‘events’ and the 
104057 just over 
double that, so it's 
unlikely that you'll 
run out of time on 
your major works. 
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things Ike pitch bend and modulation 
sensitivity, velocity sensing etc, etc. 
Alithese functions are controlled from 
ап 11 button panel on the front of the 
TXB1Z. 








FM EDITING 


'Soundbits Software have а com- 
prehensive voice editor called, rather 
tunimaginatively, TX@1ZED. For the 
princely sum of £69.95, it lets you 
роза in some of the darker corners of 
the module. The main function is of 
‘course on the Edit Screen via which 
you gain access to the voice paramet- 
ers: aim at the required parameter 
with the mouse and click on the left or 
Tight button to increment or decre- 
ment the value. As an added bonus, а 
{graph of the main sound shape can be 
made to overlay on the screen 
whenever you are working on the 
envelope generator peripherals. 
These can be copied from operator to 
operator. A minor niggle here is that 
you cannot view ай four operators at 
once, but you can play the sound at 
any time to hear the effect of your edit 
ing. It also has a randomise feature 
which throws up unexpected sound 
combinations and offers new sounds 
for your aural palette to digest and 
your fingers to tweak 

Performance Editing is taken care 
of on a separate screen and ай 
screens can be printed for permanent 
Telerence to voice banks and all 
peripherals. An advantage of such an 
'editor is that you also have fast, effec 
tive storage and retrieval of the 
sounds — of which you may have sev 
eral hundred on file - and individual 
voices can be shuffled around from 
bank to bank. Apologies now to those 
of you who are not familiar with FM 























editing and have just read the previ- 
ous paragraph – it will have appeared 
as clear as mud to you. 

In truth, most sound editing soft 
ware works along similar lines and will 
offer you most or all of these facilities. 
Soundbits offer editing software for 
most popular synths and the prices 
are quite competitive. Like most 
editors, TX81ZED comes with a few 
banks of custom sounds that you may 
find useful and if you consider that 
buying a soundbank on Из own for any 
synth can cost you twenty pounds ог 
more, the price is not at all bad. 

So there we are. Three of the main 
uses of MIDI interfaces all at profes 
sional level for the Atari ST. Although 
this column compares and contrasts 
various different utilities for different 
‘equipment and micros, itis hoped that 
it can serve to inform you of just what 
is possible with the processing power 
at your command. 


Next month Jon provides a com- 
pendium of utilities and terms — 
your own guide to what's possible 
and what some of the music terms 
Jus reviews of a sequencer, 
and a sound editor for that most 
popular of synths, the ОХ7. 

‘A special thank you this month to 
Sonyx Music for loaning Jon lots of 
bits and pieces and for ali the inside 
info. Further information on the 
review software can be obtained 
from: Sonyx Music, 61 High Street, 
Wordsley, Stourbridge, West Mid- 
lands, DY8 590. Tel: 034 480951 or 
Syndromic Music, 24-26 Avenue 
‘Mews, London, N10 3NP. Tel: 01 444 
9126. М you have any ideas ог 
queries send them to Jon Bates, 
THE GAMES MACHINE, PO Box 10, 
Ludiow, Shropshire SY8 108. Jon 
cannot guarantee a personal reply, 
but the most useful tips and queries 
will be answered in these pages. 
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From Issue Two of THE GAMES MACHINE 
‘And there are also 30 runners-up 
prizes of copies of Yogi Bear 
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Tony Walia, Sette Yorkshire 
565DXis soon to be taking an al- 
expenses trip to London to see 

HMS Belfast, There aro also 10_ 

runners-up prizes of The Hunt For 
Ried October 
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11) The US uses NTSC, France | depicts Code Master's grey 
andthe USSR use SECAM, the UK | eminence, the other depicts а 
‘and most civilised Europeans use | massive immobile mountain. 
Pal. What are they? Which is which? 











ital of Si 
Vays ве capital ot Slicon | 44) wno wrote the novel on which 


the Argus game Hunt For Red 
October is based? 





ротами аза | ight emitting diode) invented” 
irsthitthemarketplace? (а)1948, | (aj1950, Japan. . Great | 

~ 15) What are GST, FTL, LCL, PSS, 
(0)1969, (c]1978. Britain, (91970. Jimmy Page, P Pario DS 





2) How many times per second 
‘does the quartz crystal in my. 


16) Spot tne odd one out; Bernard. 
wristwatch vibrate? (a)! (DH2. 16) Spot the odd one out; Вета 


Matthews, New Hampshire USA, 












T) Why didn't electronic 


(диз broken. Saiculators catch onin Britain unti a duck's egg, US Gold. 

3) How many feminists does it take. 

to program a computer? 8) What did the Czech writer Karel 17) Who programmed Ant Attack, 
Capek introduce to the world in Jet Set Wily, Tau Сей? 

4) What in 19207 

Common win the Magus de kd 12)ymatistnecterancebatween 

Sade? 9) What was the name of the play a DIN-plug and an F-connector? 


in which his innovations. 
| 5) What have the following got in | appeared? 

‘common with computer games: 
APEGRAM, SHUN PIG, 10) is Activision's Claire Hirsch the | 
PRAT DOERS same height as (a)Adolt Hitler, 


)Napoleon. or 
When and where was the LED | брега Tomb Thumb? 


19) What were the dying words of 
the murderous computer HAL, in 
"2001? 








20) in hardware terms, what is a 
“twisted pair’? 





13) One of these photographs 
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чум pasn ‘вали poyeid ом (oz оси wor а оо есап ооо (в 'ausunt) 'ebedum (s 
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= Apologies necessary. Last month we promised a feature on Bulletin 
1000. Unfortunately they're having major alterations carried out on. 
their premises, and couldn't physically fit us in. However, in Issue 
Six (which is nearly next month), there's an even bigger and better 


feature planned. One of the alterations Bulletin are going through is 


ALL ELITE SYSTEMS ARE GO! the addition of an editing studio, so by the time we get there, ali the 


processes used to create videos will be achievable in-house, 


=  MeiCroucherthrills and delights with yet another Trivia Quiz, he also. 
teams up with Robin Evans again to bring you Mercy Dash the car- 
toon. And, as if that isn’t enough, he takes time out to investigate 
andreport on the Public Relations merchants, hype and the Charts. 

= Music Maestro Jon Bates explains some of the musical terms in use 
currently and indulges himself in a sound editor for the DX7 synthe- 
siser. 

= PLUS the latest multi-format games reviews, previews, board 
games, fantasy games and adventures. 

= Ооп\ miss out, the next issue of THE GAMES MACHINE goes оп 
sale from March 17 at all good newsagents. 


Almost since the dawn of the home computer games industry, 
Elite Systems has been synonymous with top ten games chart 
entries. Success after software success continually flows from 
this West Midlands company, whose stream of hits to date 
include Thundercats, Buggy Boy and Ghosts and Goblins. Elite 
are soon to undergo a major in-company re-organisation, incor- 
porating, amongst other things, a large recruitment campaign for 
16-bit programmers. 

In next month's packed issue of THE GAMES MACHINE, 
we get the inside story on the continuing success of Elite 
Systems LTD and their plans for the future. Don't miss it. 
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‘ond seemingly underdeveloped. 
something so amazing remain such an enigma? 
‘Shall find out as you guide 
4.99. 


Atavi hos puzzled mankind for centuries... 
ну 


— Тит 
How can: 





JINKS. A COMPLETELY NEW ANGLE 
IN COMPUTER FUN.. 








SPECTRUM SPECTRUM 
COMMODORE AMSTRAD P COMMODORE AMSTRAD 
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